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(PLAYSTATION, SUPER NES, 
GENESIS, ARCADE) 


SPECIAL EFFECTS 

Dark Fighting: 688-422 
(GR,KN,KN,QM,YN,YN) 

No Power Bars: 987-123 
(SK,KN,RD,MK,YN,TH) 
Randper Kombat: 460-460 
(QM,GR,DR,QM,GR,DR) 
Psycho Kombat: 985-125 
(SK,KN,LB,MK,YN,LB) 
Unlimited Run: 466-466 
(QM,GR,GR,QM,GR,GR) 
Uppercut Recovery: 688-688 
(GR,KN,KN,GR,KN,KN) 


HANDICAPS 

1/2 Energy for that Player: 033 
(DR,TH,TH) 

1/4 Energy for that Player: 707 
(RD,DR,RD) 

Disable. Throws: 100-100 
(MK,DR,DR,MK,DR,DR) 

Disable Blocking: 020-020 
(DR, YN,DR,DR,YN,DR) 


WINNER FIGHTS.... 

Fight Shao Kahn: 033-564 
(DR,TH,TH,LB, GR, QM) 

Fight Smoke: 205-205 
(YN,DR,LB,YN,DR,LB) 

Fight Noob, Saibot: 769-342 
(RD,GR,SK,TH,QM,YN) 

Fight Motaro: 969-141 
(SK,GR,SK,MK,QM,MK) 


GAMES 
Galaga: 642-468 
(GR,QM,YN,QM,GR,KN) 


TEXT ONLY 

No Fear: 282-282 
(YN,KN,YN,YN,KN,YN) 

No Knowledge That Is Not Power: 
123-926 (MK, YN,TH,SK,YN,GR) 
Hold Flippers: 987-666 
(SK,KN,RD,GR,GR,GR) 


SUPER NES SECRET KODES! 
Note: Use controller one to enter 
ALL of the following codes from 
the main menu (the one with 
START and OPTIONS). 

KOOL STUFF: 1 T 4 1 € PABA 
KOOLER STUFF: SELECT A B > € 4 
$71 T 
SCOTT'S STUFF: X B 

SOUND TEST: Tap A, Y, B; X. 
TOURNAMENT MODE: HOLD L+R, 
HIT START 


vod 


SUPER NES EXCLUSIVE VERSUS 
SCREEN CODES. 

No Sweeps: 091-293 
(DR,SK,MK,YN,TH) 

No Ground Combos: 999-995 
(SK, SK, SK,SK,SK,LB) 

Hyper Fighting: 191-191 
(MK,SK,MK,MK,SK,MK) 
Reduced Damage: 432-234 
(QM,TH,YN,YN,TH,QM) 

Slot Machine: 987-655 
(SK,KN,RD,GR,LB,LB) 
Regenerate Energy: 012-012 
(DR,MK,YN,DR,MK,YN) 

View Credits: 120-120 
(MK,YN,DR,MK,YN,DR) 

More Fatality Time: 955-955 
(SK,LB,LB,SK,LB,LB) 

1 Button Fatalities: 944-944 
(SK,QM,QM,SK,QM,QM) 
Inviso Fighting: 449-449 
(QM,QM,SK,QM,QM,SK) 
Shatter Any Ceiling: 221-557 
(YN,YN,MK,LB,LB,RD) 
Tournament Mode: 989-898 
(SK,KN,SK,KN,SK,KN) 


OTHER TRICKS 

Random Select: UP+Start on the 
character select screen. 

Stealth Select (SNES Only): P1 
CIRCLE LDRUL, P2 CIRCLE RDLUR 
Galaga: Play 100 Battles 


Konert ZONE: THE svowar 


SEGA GENESIS SECRET KODES! 
Note: Use controller one to enter 
the following codes from the main 
menu (the one with START and 
OPTIONS). 

CHEATS: BA €AL C2 TY 
SECRETS: AC TBT BAY 

KILLER CODES: C> AC ATCIOA 
EAT 

ENDURANCE MODE: HOLD A+C, 
HIT START 

ACTIVATE SMOKE: ABBA VY ABB 
A V t ^ (enter this code from the 
MK 3 logo screen, the one right 
after the "There is no knowledge 
that is not power" screen). 


GENESIS EXCLUSIVE VERSUS 
SCREEN CODES 

Pong MK4: 303-606 
(TH,DR,TH,GR,DR,GR) 

Timer Down: 494-494 
(QM,SK,QM,QM,SK,QM) 
Regenerate Energy: 011-971 
(DR,MK,MK,SK,RD,MK) 

Bad Luck with TNT: 929-646 
(SK,YN,SK,GR,QM,GR) 
Endurance to Settle a Score: 006- 
040 (DR,DR,GR,DR,QM,DR) 
Timer Off: 667-255 
(GR,GR,RD,YN,LB,LB) 
Disable Sweeps: 091-293 
(DR,SK,MK,YN,LB,LB) 

More Fatality Time: 955-955 
(SK,LB,LB,SK,LB,LB) 

Disable Combos: 999-995 
(SK,SK,SK,SK,SK,LB) 

No Cheese: 082-771 
(DR,KN,YN,RD,RD,MK) 

No Abuse: 911-911 
(SK,MK,MK,SK,MK,MK) 


THE ULTIMATE KOMBAT KODE 
(ARCADE) 

1-0-9-0-2 - 2-2-2-3-4 
(MK,DR,SK,DR,YN,YN,YN,YN,TH,QM) 


“ARCADE 


MK 3 
KOMPL 
KREDITS 
EDITORIAL DIRECTORS 


Matt Taylor 
Erik Suzuki 


AUTHORS 
Matt Taylor 
Graham Wolfe 
Jim Fink 


EDITORIAL CONTRIBUTORS 
Jason Cole 

Alex “Snoop” Wolfe 
Slasher Quan 

Boss Man Graham 

thE Samurai 

Jay Rasta Fighter 


COPY EDITOR 
Bruce Stockert 


CODEMAN 
RBM 


CREATIVE DIRECTOR 
Jody Seltzer 


ART DIRECTOR 
David White 


ASSISTANT ART DIRECTOR 
Nick Des Barres 


PRODUCTION MANAGER 
Alicia E. Esken 


GRAPHIC EFFECTS 
Joe Koberstein 


ELECTRONIC PREPRESS 
Greg Rau 


PUBLISHER 
Dave Halverson 


SPECIAL THANKS: 
GameFan All Staff, 
Ralph, Ed Boon, John Tobias, 
WMS Industries All Staff, And You! 


All games, game titles, characters, and related 
indicia contained within this publication are 
copyright and trademarks of their respective 
companies. Midway, Williams, Mortal Kombat, 
Mortal Kombat II, Mortal Kombat 3, and-MK 3 
are trademarks and copyrights of Midway 
Manufacturing Co. and Williams/Bally/Midway, 
This. publication is not authorized or endorsed 
by Williams/Bally/Midway or any other company. 
© 1995 DieHard GameFan, Inc. All. rights 
reserved. Reproduction in whole or in part with- 
‘out express written permission by the vblisher is 
prohibited. DIEHARD GAMEFAI GAMEFAN 
BOOKS dre trademarks and copyrights of 
DieHard GameFan, Inc. This book was published 
by DIEHARD GAMEFAN INC., 5137 Clareton Dr. 
Suite 210, Agoura Hills, CA 91301. Application to 
mail at second, class postal rates is pending at 
Tarzana, CA and.additional points of entry. 

POSTMASTER: Send address changes to 
GameFan Books; 5137 Clareton Dr. Suite 210, 
Agoura Hills CA 91301. 


ia 
Z 
Eri 


PKE "PEE F 


Welcome to MK 3 Komplete! “Ad you 
hold in your hands is the result of over 
1,500 hours of combined playing, writing, 
processing, . cing, designing, and 
j ame. 
We starte working 
bok essentially the day MK 3 
debuted in the arcades (spending hours 
upon hours, finding combos counts for 
something right?), we really. assembled 
this entire book in TEN DAYS. For a book 
with over 2,000 screenshots, literally 
hundreds of secret codes, and the most 
in-depth combo guide yov'll find in the 
world, we are very proud of what 
we have . created. Jody, 
Graham, Jim, and | have 
poured our hearts and 
souls into this project. We 
hope you enjoy it. 

MK 3 Komplete is the 
first strategy guide ever | | 
from GameFán Books, a b 
new video game book divi- 
sion of GaméFan magazine. A 
Previous to joining GameFan 14 
I worked at.other gaming magi “| 
azines for five years. I’ve beeri with 
GameFan for..only seven months, and 
already I know I'm home. Never have | 
encountered such à dedicated! group. of 
truly die-hard gamers who will stop at 
nothing to do the best quality work pos- 
sible, even if it means 20 hour days for 
three weeks a month. The launch of 
GameFan Books has me very excited, 
because finally a magazine that truly 
cares about its readership and the qual- 
ity of its products will be publishing ded- 
icated guides for the best games. 
Looking at the other video game book 
publishers out there, all 1 see is, well, 
kuestionable kwality. For instance, the 
"Brady Bunch" (as I like to refer to them) 
recently released an MK 3 arcade book 
which had a whopping 148 (ultra blurry) 


ABOUT THE quTHO 


TT TAYLOR 


"UK 


GRAHAM WOLFE 


'entually being broken by pain-filled policies 
lle and paper that's only useful if you're 
joy-filled offices of DIEHARD GAME- 
Ref!Matt is a senior editor for DHGF 

3 to boil down to last-second 
ci Rox, and two weeks straight 


headin' for the latrine), Matt 
FAN, the highest powered mag on 
whose job includes many things, but eventuali 
fighting game coverage, complicated layouts 
living in the office, Matt has now co-authored five books, all: reet Fighter and 
Mortal Kombat. Matt spends his spare 15 minutes a month: ling as a stu- 
dent at UC Berkeley; he's on track to graduate in tha! same bliss-filled year when 
both SF lil and MK XXXIX will be released: 2047. 

MATT'S PERSONAL SPECIAL THANKS: 
Ron, Peter, Allison, Andrea, Jason, Jeff, Rob, Robb, DJAMES, Dr. Dave, Annie 
(Hamilton?), The Gut, The Italian Stallion, Super PiLam Bros., half a $1.99 sandwich, 
K.REE's beautiful daughter who I still haven't seen, Last Minvet’s Special Cripping 
Thanks: Nick Lox, anti-social drivin;’ to airport unalive Fuku, Rod Rehsnick (as if), 
ST: TNG (god I wish the series wasn't canceled), a huge and appropriate print rui 
for WL (right), my semi-abandoned schooling at UC Berkeley, blood-borne diseases 
(L8R), the stupid dumb go —— mot. who stole my "smash"ing CD collec- 
tion, and Ben "X-Ben" Cureton for posting all the fatalities on the internet, 
AND MOST IMPORTANTLY: Weezer!!!!, Bush, Fretblanket, Offspring, Green Day, Live, 
Boingo (farewell), NewOrder, Midnight Oil, Sunscreem, Erasure, TMBG, Face to Face, 
Rivers Cuomo, Weezer (get the point?), and of course LIVE 1 0 5 HH (TMRRIO!) 


Graham Wolfe has won or plac 


tournaments at Sunnyvale Golf! 


] for his college classes. 


me good kompetition on MK 3. 


A 19-year-old fighting game master and recog- 
nized as one of the best players in the San 
Francisco Bay Area if not the entire U.S., 


numerous Street Fighter and Mortal Kombat. 


premiere arcade test location. Previous to MK 3 
Komplete, Graham co-authored books on MK II 
and SSF II, both of which might have been best- 
.| sellers if they had been released two months 
earlier and been properly distributed (oh well). 
Graham spends his non-kombat time studying 


GRAHAM'S PERSONAL SPECIAL THANKS: 
Jason and Alex for practicing MK with me for 
many hours on end, my sister and parents, 
Chris Pugh for helping me get G Level 9, Jerald 
for buying me lunch, Mott for keeping every- 
thing on schedule, Geno and Jason for giving 


KOMBAT 


gp - and next to no information 
that wasn't already available on the 
Internet. | think anyone can see that 
$9.95 for a so-called "book" such as that 
one is ridiculous, but if it's the only thing 
out there, you don't have a choice, right? 
Well, now you do. 

You'll notice that MK 3 Komplete is 
"unofficial," whereas our competitors’ 
MK 3.books are most likely "official." 
Well, | hope Midway pays attention and 
compares all the books to each other... 1 
think the "official" books the other pub- 

lishers are making actually make MK 

3 LOOK BAD because the books 
themselves are so sloppy. 
(For instance, one of the 
larger companies pub- 
lished an MK II book last 

M year which listed over 
1 100 combos, none of 
which actually worked. 

Another major compa- 

ny's MK I book also had 

zero correct combos.) | 
hope this book conveys to 
jit you how much we love and 

care about the MK series. 

Thanks for listening to my soapbox ses- 
sion, and if you have any input, com- 
ments, gripes, etc. PLEASE write to us at 
the below address. Your comments are 
appreciated and, if valid (and they usu- 
ally are), will be acted upon in future 
books (that is if the Postmeister gets 
around to sorting the mail and lays off 
the Boric Acid). In any case, thanks for 
reading, and Let Kombat Begin! 


Matt “Slasher Quan” Taylor 
GAMEFAN BOOKS 

5137 Clareton Dr. Suite 210 
Agoura Hills, CA 91301 


(The opinions expressed above do not neces- 
sarily reflect those of the GameFan staff.) 


RS 


JIM FINK 
Jim “MK” Fink is unquestionably one of 
the most nationally recognized MI K players 
and evangelists. If you're a diehari 

fan, you know Jim totally dominated MK 1 
and i I on the East Coast, and was general- 
e nnridered one of the top 10 players in 
the kountry. The same thing happened 
again with MK 3, if was Jimmy mania! Jim 
is so good, he showed designer Ed Boon 
combos on MK Il he hadn't even seen! Jim 
KNOWS games inside and out and is cur- 
rently in the process of founding a new 
game i development company; best of luck 


SIMS PERSONAL SPECIAL THANKS: 
Joey Libertella * Mike "The Black Panter” 
Roc * Logan Steel * Tami Amendolare * Rich 
“mama's boy" * Knitten * Michelle Granieri 
+ Paul/Nina * Noir “My Ocnock Friend" + 
Andrew Cockburn * VCN * The Fink Family 
* The Lupo Family * The Levelle Family * 
Pete Siegel + Mac Begleman * The 
Begleman Family * Shadow Alexander + 
Boon and John Tobias * Bob Picunko + 
Dennis Gorman * Mauro Chiti * Chris 
“Nobunaga” Fink * Beth Nieghorn + Joe 
Alloco * Matt and Clint Stewart 


ed very high in 


land, California's. 


Ed 
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THE STORY OF 


“For cempres; Earth has used Mortal Koinont to defend itself against {bs 


Outworld’s emperor Shao K Kahn, But, Kahn b econ s frustrated by failed 
attempts at taking Earth through tournament battle. He enacts a plan 
00 years ago. 


which began 10 


"During this time, Kahn kad a queen. Her name was Sindel and her 
young death was unexpected. Kahn's shadow priests, lead by Shan 
Tsung, make it so Sindel’s spirit would someday be reborn; not on the 
Outworld, but on the Earth realm itself.” 


“This unholy m gives Shao Kahn the power to ges Tied h n dimen- 
sional gates and reclaim his queen, thus enabling him to finally seize 

RAYDEN'S WORDS: the Earth realm." 
"You have been chosen to represent Earth 
in Mortal Kombat. Be warned. Although 
your souls are protected against Shao 
Kahn's evil; your lives are not. | cannot 
interfere any longer as your Earth is now 
ruled by the Outworld Gods." 


I've never 
seen a Kano 
transformation. 


"Upon breaching the portal into Earth, Shao Kahn slowly transforms 
the planet into a part of the Outworld ‘itself.” 


“Kahn strips the Earth of all human life; claiming every soul as his 


own.” 


: P. : 1 
"But there are souls which Kahn cannot take. These souls belong to the 
warriors chosen to represent Earth in a new Mortal Kombat." 


1 TE^ 
"The remaining humans are scattered throughout the planet. Shao 
Kahn sends an army of fierce Outworld warriors to find and eliminate 
them." 


"The ultimate advancement in Liu Kuei technology comes with the cre- x 28 
ation of the first cyber-assassin. They begin converting their human nin- 
jas into soulless machines. But Sub-Zero refuses to take part and is 


" 


marked for death by his own clan 


“After the first tournament, Sonya Blade turned up missing. Jax then 

embarked on a rescue mission into the Outworld. He found Sonya 

being helc?captive with her nemesis Kano. In freeing Sonya, Jax also 

frees Kano. Kano then uses the chance to escape arrest." 
- 


“After winning the first Mortal Kombat and escaping from the 
Outworld, Liu Kang looks to the future. He begins training a new gen- 
eration of Shaolin alongside Kung Lao. But nothing could prepare 
them for the unexpected Outworld invasion." 


MK 3 VERSUS SCREEN CODES 


: HOW TO INPUT THE CODES UNDERSTANDING THE SYMBOLS 
S E CR ET To input these codes, use the indicated There are a total of ten different symbols 

three buttons on each player's controller to used to input the versus screen codes. The 
adjust the six symbols.in order. (P1 adjusts ^ number represents how many times you must 

COD Iz e first 3 symbols, P2 adjusts second 3.) press the button to choose that symbol. 
ARCADE/GENESIS: LP, BL, LK. Alternatively, you can hold Up and hit the 
SUPER NES: HP, LP, LK. button the number of times indicated. 
PLAYSTATION: HP, HK, LK. 
DRAGON: DR (0) LIGHTNING BOLT: LB (5) 
MK SYMBOL: MK (1) GORO: GR (6 OR T +4) 
YIN YANG: YN (2) RAIDEN: RD (7 OR 7 43) 


NUMBER 3: TH (3) 


QUESTION MARK: QM (4) SHAO KAHN: KN (8 OR T +2) 


SKULL: SK (9 OR f +1) 


EXCLUSIVE VERSUS SORBEM ODES 


No Sweeps: 091-293 (DR,SK,MK,YN,TH) 
No Ground Combos: 999-995 (SK,SK,SK,SK,SK,LB) 
Hyper Fighting: 191-191 (MK,SK,MK,MK,SK,MK) 
Reduced Damage: 432-234 (QM,TH,YN,YN,TH,QM) 
Slot Machine: 987-655 (SK,KN,RD,GR,LB,LB) a 

Regenerate Energy: 012-012 (DR,MK,YN,DR,MK,YN) SHATTER CEILINGS Susie FIGHTING 
View Credits: 120-120 (MK, YN,DR,MK,YN,DR) i Š = : y 
More Fatality Time: 955-955 (SK,LB,LB,SK,LB,LB) KABAL WINS 


1 Button Fatalities: 944-944 (SK,QM,QM,SK,QM,QM) FRIENDSHIP 

Inviso Fighting: 449-449 (QM,QM,SK,QM,QM,SK) — n — 

Shatter Any Ceiling: 221-557 (YN,YN,MK,LB,LB,RD) — x 

Tournament Mode: 989-898 (SK,KN,SK,KN,SK,KN) : : 

(OR: hold L+R and hit START at the main menus 1 BUTTON FATALS NO GROUND KOMBOS 
EXCLUSIVE VERSUS SCREEN CODES at 


m Pong MK4: 303-606 (TH,DR,TH,GR,DR,GR) - 
Timer Down: 494-494 (QM,SK,QM,QM;SK,QM) 
Regenerate: 011-971 (DR, MK,MK,SK,RD,MK) 
Bad Luck TNT: 929-646 (SK, YN,SK,GR,QM,GR) 

: 4 Timer Off: 667-255 (GR,GR,RD,YN,LB,LB) 

MORE FATAL TIME MK 4 (PONG) Disable Sweeps: 091-293 (DR,SK,MK,YN,SK,LB) 

a LA $ ~ | Fatality Time: 955-955 (SK,LB,LB,SK,LB,LB) 

Disable Combos: 999-995 (SK,SK,SK,SK,SK,LB) 

No Cheese: 082-771 (DR,KN,YN,RD,RD,MK) 

No Abuse: 911-911 (SK,MK,MK,SK,MK,MK) 

3 Endurance: 006-040 (DR,DR,GR,DR,QM,DR) 

BAD LUCK WITH TNT NO CHEESE (OR: hold A+C and hit START at the main menu) 


OTHER TRICKS 


RANDOM SELECT: UP+Start on character select screen. 
STEALTH SELECT (SNES Only): P1 CIRCLE € 42 €, 

P2 CIRCLE 2 4 € 1 on character select screen. 
GALAGA: Play 100 Battles 


ARCADE  SUPERNNIEND Æ 


ENTERTAINMENT SYSTEM 


PlayStation 


SPECIAL EFFECTS 

Dark Fighting: 688-422 (GR,KN,KN,QM,YN,YN) 

No Power Bars: 987-123 (SK,KN,RD,MK,YN,TH) 
Randper Kombat: 460-460 (QM,GR,DR,QM,GR,DR) 
Psycho Kombat: 985-125 (SK,KN,LB,MK,YN,LB) 
Unlimited Run: 466-466 (QM,GR,GR,QM,GR,GR) 
Uppercut Recovery: 688-688 (GR,KN,KN,GR,KN,KN) 


HANDICAPS 

1/2 Energy for that Player: 033 (DR,TH,TH) 

1/4 Energy for that Player: 707 (RD,DR,RD) 
Disable Throws: 100-100 (MK,DR,DR,MK,DR,DR) 
Disable Blocking: 020-020 (DR,YN,DR,DR,YN,DR) 


WINNER FIGHTS.... 

Fight Shao Kahn: 033-564 (DR,TH,TH,LB,GR,QM) 
Fight Smoke: 205-205 (YN,DR,LB,YN,DR,LB) 

Fight Noob Saibot: 769-342 (RD,GR,SK,TH,QM,YN) 
Fight Motaro: 969-141 (SK,GR,SK,MK,QM,MK) 


GAMES 
Galaga: 642-468 (GR,QM,YN,QM,GR,KN) 


TEXT ONLY 
No Fear: 282-282 (YN, KN,YN,YN,KN,YN) 
No Knowledge: 123-926 Mn YN,TH,SK, YN P ei eme 


1-0-9-0-2 - 2-2-2.3.4 
(MK,DR,SK,DR, YN, YN, YN, YN,TH,GM) 
SELECT IPUR FIGHTER 


HP LP BL LK HK HP LP BL LK HK 
PLAYER 1 ; PLAYER 2 


The Ultimate Kombat Kode enables you to play 

as Smoke ONLY in the arcade version of MK 3. 

See page 8 and 9 for Smoke codes for the SNES 
and Genesis versions of MK 3. 


SUPER NINTENDO asses 


ENTERTAINMENT SYSTEM IRI. 


OPTIONS | 
KOOL STUFF 
KOOLER STUFF 
— ere M M p à SCOTTS STUFF . 

Qe AT 4 : “SOUND TEST 


CREDITS 5 
Note: Use controller one to enter ALL of 
the following codes from the main menu 
(the one with START and OPTIONS). 


MIDWAY MORTAL KOMBAT 3. 
LA f oram i "DESIGN TEAM: ^ * 
KOMBAT ZONE * Y SED. Boy à P s n KOMBAT ZONE: ROOFTOP 

ENABLE PAUSE ; i ; js Ld COSKIE à ! à 

VIEW: GAMER EUN " eir à JOHN VOGEL 

MET MUS i d "DAN “TOASTY: FORDEN 
& STEVE BERAN: 
LÀ 


TIMER OFF 


Select the Stage 


i, D 7 Left TIMER: Turn the round tii AX! FATALITY TIME: Gives you TONS more time to do 

y BOWN; LOM, Fatalities. * PLAY MINI GA you straight to the Galaga-like game! * KOMBAT 

ZONE: Enables you to pick the und before the fight. * ENABLE PAUSE: Turn this on 
and Start will pause the gai V IEW | GAME CREDITS: Gives credit where it's due. 


Pots ` 
“QUICK FINISH 
ENABLE SH 


ee 


ap Select, A, B, Right, Left, Down, 
Down, Up, Up. 
SELECTABP € V UT T 


Regenerate Your Energy 
EALTH: Every hit only does half damage. * 2X DAMAGE: Every hit does double the damage. * QUICK FINISH: Simply hit 
VY BUTTON on ontroller to do a Fatality on any round! The buttons are: A- Friendship, B=Fatality#1, Y=Fatality#2, 
bality.. + ENABLE SMOKE: You can choose Smoke on the select screen. * ENABLE MOTARO: You can 
otaro on the select screen. * ENABLE POWER KODE: Can you figure this out? * HEALTH RECOVERY: You 'regenerate 
en rgy during the PUO * 30 CREDITS: You can continue 30 times versus the CPU. ~ 


WELCOME TO SCOTTS d WELCOME TO SCOTI S 
EC RET ECRET SLOT ROOM 
en rearea, n. peut AE Te 5 put " p can Res up oue putt 


EL and wort lu trit 


nra 
Rete E. 

CA ë; ER 

UNLIMITED BUN 

QUICK UPPERCUT RECOVERY 


PAYPER FIGHTING ^ 
ENABLE, “SHAG KANN 


WS: Di cking. *- OMBOS: Disable or enable pee com- 
bos (juggles 5 UNLIMITED RUN: Just like the versus 
screen code. U m an Uppercut to juggl hits for long combos! * HYPER FIGHT- 

like a black market CE chi ide IAO KAHN: You can choose Kahn on the 
8 c achine game where yo E "Really, check it out! 


TU 
PRESS START 


Note: Use controller one fo enter all of the 
“Cheat Menu” codes from the main menu 
(the one with START and OPTIONS). 


SOUND TEST: Check out 
all the game's killer 
audio fx. f 
CONTINUES:.Go ahead, 
gimme 95! Is that 
enough credits for you? 
BIO SCREEN: Check out 
your favorite character’s 
bio screen instantly! 


Tap B, A, Down, Left, A, 
Down, C, Right, Up, Down. 
BALC€AYLCTY 


TIMER: Adjust the speed 
of the round timer's 
countdown. 

WIN SCREEN: Instantly 
view, any of the endings. 

KOMBAT ZONE: Pick 

“which stage you'll 

fight on. 


Tap A, C, Up, 
"Down. . 
ACTBTBAY 


Pick Your Stage 


o o 
DOO Of eoo e 
mu :- AY x 
PR AARAAA MA 


£i Pe T 
Play as Smoke, Motaro or Shao Kahn! 


QUICK END: You have a certain control over finishing moves; figure it out! * SMOKE: You can choose 
Smoke on the select screen. * BOSSES: You can choose either Motaro or Shao Kahn on the select 
screen. * PLAY HIDDEN GAME: Go directly into the Galaga-type game! 


Play the Galaga-Type Game 


Play as $m ke! 


after the “T knowledge that 
Tap , B, B, A, Down, A, B, B, 


Welcome to Mortal Kombat 3; you have just taken your first step into a larger world. If 
you’ve already played MK 3 in the arcades or have had time to practice the home ver- 
sions, you can probably skip the Basic Training section entirely. However, if you’re a 
beginner at MK 3 or haven't quite figured out the intricacies of Ground Kombos and 

í Fatalities, study this section thoroughly before you dive into the character sections. 


Low Punch 


High Kick 


‘KEY BASIC MOVES 
These moves are used very often during 
game play and are constantly referenced in 
the Kombo and Strategy sections elsewhere 
in this book. You MUST memorize these four 
moves to get anywhere! 


Crouchig Block 
Standing Block 


Throw ; Uppercùt Sweep Roundhouse Kick 
Get close, hold Toward, Down+High Punch. . Away-+Low Kick. Away High Kick. 
hit Low Punch. 2 «LP j YHP : €+LK : €+HK 


The following are some general strategies that you should learn and mas- 
ter before you turn to each character’s section.. These are essential tactics 


to become a strong competitor in MK 3. 


$ 


HIGH KICK COUNTER 
Use a standing High Kick if someone jumps at you 
to stop them almost every time. Every character has 
a strong standing High Kick, and the timing isn't too 
critical. 


When the opponent jumps from a distance, use a 
Roundhouse Kick to send them flying back. Certain 
characters have better Roundhouse Kicks than others. 
Liu Kang has the best Roundhouse; Sindel, Nightwolf 
and Sonya have weak Roundhouse Kicks (use a 
standing High Kick instead); all other characters have 
good Roundhouse Kicks. 


HIGH PUNCH COUNTER 

Although it was a major part of MK Il, the standing 
High Punch counter is not as effective in MK 3. 
Against-any of the robots or Kabal, you can High 
Punch. their feet when they jump in. As they. get 
"dew baek, you can follow with another hit such as 
a trireball. 


v 


p tu 
CHEAP TRICKS 
If your opponent “turtles” and just sits there blocking 
all the time, run at them and throw them. Some peo- 
ple might call it cheap, but sitting in block all day is 
cheap too. 
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UPPERCUT COUNTER 
You can also use the Uppercut to knock the enemy 
out of the air if-they jump at you. The timing is 
harder than with a standing High Kick, but you'll 
inflict more damage. Unlike in MK 2, now every 
character has an effective Uppercut. 


is 


ENERGY DRAINERS 
If the other player sits there blocking all the time 
run up and do a ground kombo on them. If they 
block it, they will lose some energy. If they try any- 
fhin besides blocking it, they will get hit by the 
ombo. 


or ae) = ^ 3 NE 
It is very difficult to use the High Punch counter 
against characters other than the robots and Kabal; 


they will probably kick your foot. Use a High Kick 
instead. 


When your opponent gets smart 6 
your run-in throw, run forward b 
Sweep from a short distance ‘away. 
effectively counter their counter. 


Combos, combinations, or in MK slang, “kombos,” are a series of moves executed in a 
certain order so that the opponent cannot block any subsequent hit after the first hit. In 
previous versions of MK, kombos would only juggle the opponent in the air, and when 
they landed, the kombo was over. Now there is a new type of kombo, ground kombos. 
Ground kombos are kombos that consist of tapping the buttons quickly in a certain order 
so that your enemy can’t block. Ground kombos can knock the enemy in the air to set up 
an extended juggle kombo. 


When a robot or Kabal jumps at you, stick out your High 
Punch so the opponent lands on it. This must be perfect. 
From here, go into a kombo. 


NS: 00 Qi W500 
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If you punch too early, the punch will end before they 
reach you and you will get hit. 


j 
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If you do the High Punch too late, you will get kicked 
before the punch is fully extended. 


In MK 3 there is a new type of kombo you can do, the Ground Kombo. It is basically a series of SPECIFIC buttons you 
must press rapidly in sequence. It is a good idea to memorize these morse-kode type kombos before trying them. 


a He 


To start a ground kombo first you need to know how it's done; check in your character's kombo section. Once you've 
memorized the commands, stand close to the opponent and tap the indicated buttons rapidly one after the other. 
When done right, the kombo should connect perfectly and drain a lot of energy. 


If you tap too slow, 
you will probably 
get the wrong 
move. (A regular 
High Punch would 
replace a sword - 
slice.) If you tap too 
fast, you might. 
miss a few of the 
button presses 
which will interrupt 
the kombo and 
stop it from 
working. 
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AIR KOMBOS geo WINS:00 wins: 00 3] 7 WINS:00 
Air kombos are done when both fighters are in the air. 
You must hit them with a few moves before they hit the 
ground to make these kombos work, such as Kabal's air 
jump kick/Air Plasma Blast. 


"Ee ir 
! an 
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If you tap too slow, the Air Plasma Blast will miss. 
» mip 


81 WINS: 00 
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If you wait "til you hit the ground, you will do a Ground 
Plasma Blast which will miss or which the enemy 
will block. 


JUMP-IN KICK KOMBOS | 


For most jump-in kombos, you must first jump in and kick the 
enemy DEEP, i.e. low and close to their body. Then you imme- 
diately do a special move, which will connect and juggle them 
before they hit the ground. 


» j 


us NN : e | 
Ih i 3 If you kick too early and high the Missile will miss. 


CROSS UP KOMBOS | 


To do a cross up kombo, jump OVER the Pone and 
kick them "deep" in their back, which will knock them 
into the air. Then immediately go into a special move to 
hit them before they land. 

p X p eee Ed 


If you kick too high your Spear will miss. 


AUGE 07 S. 


i | If the Spear is mis-timed they can block it and hit you. 


Fatalities are one of the best parts of MK 3. After finishing your opponent, you can end 
their life in the ne of your choice with a Fatality. To execute Fatalities, you must enter 
a certain code of button presses and joystick movements when it says "Finish Him" after 
a match. If you enter the code correctly and from the right distance, you'll be rewarded 
by seeing your opponent get killed. 


Distance is a key to doing all Fatalities. " you don't have the correct distance when you 
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Just Inside Swee 
About two steps 
inside where you can 
sweep the enemy. 


Range: 
ack; just 


Maximum Sweep Range: 
About three steps back; 
exactly as far away as a 
Sweep will reach. 


A Step Away: Simply one 
step back from the enemy 


Very Close: Stand right 
next to the opponent when 
you enter the fatality. 


WKS gr pi 


FINISH HIME 


SSEL 3 1 


ANISH Hiis 


EL 


One Jump ARSY: About 
five steps back; as far 
away from the enemy as a 
single backwards jump. 
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Full Screed; As far away as 
you can get from the 
opponent. 


Just Inside Full Screen 
Distance: A step and a half 
closer than the maximum 
distance between you and 
your opponent. 


A Step Outside e Sweep 
Range: About four steps 
back; a bit outside sweep 
distance. 


WINS: OF WINS: QI 
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SEKTOR WINS 
PREN 
A. 


La 


Your stage Fatality can only be activated on Shao 
Kahn's Tower, The Pit 3, or the Subway. Get very close 


and do the indicated motion. Note that the Stage 
Fatality won't work on the Subway if you use an 
Uppercut at all during the match. 


WINS 00 
eel 


mm Hit 


If the Fatali 
tapping an 


involves complicated forward and backward 
it must be performed at a precise distance, 

ou don't want to worry about moving around and throw- 
ing off that distance. Simply hold BLOCK while'you do the 


To do a Babality or Friendship, you must NEVER press the 
Block button during the final round of the match. Unless 

otherwise noted, Friendships and Babalities can be done 
anywhere on the screen. 


WINS: 00 MERCIES 
To do a Mercy, it must be 
Round 3 and you must 
move to Full-Screen dis- 
tance. When it says "Finish 
Him," hold RUN and tap 
Down four times; it's the 
same for every character. 
Mercies restore a little 
energy to the opponent. 


ANIMALITIES 
Animalities can ONLY be 
done after a Mercy. Most 
Animalities are done from 
very close distance, but 
some of them require dif- 


taps for the Fatality. If the Fatality involves even one push 
on the UP direction, you DO NOT have to release Block 
during a Fatality, you can hold it the entire time. If Up is 
never pressed, you MUST release Block before you hit the 
final button for the Fatality. 


ferent distances (as indi- 
cated). 


MORTAL 
TOURNA 


Sindel and Kabal tie at the top for first. Sindel has a variety of moves that she can mix up to 
tear apart her foes. Kabal uses his speed and power kombos to win. Following them is Sub- 
Zero; with his ability to freeze opponents, he can hang with any of the other kombatants. 


TIER 2 


TIER 3 


Tier 1: Reigning 


Champions 


Both of these fighters 
use power kombos 
and speed to beat 
their enemies They 
set the standard in 
MK 3 and rank in 
their own tier. 


KOMBAT 3 
MENT RANKINGS 


What the Numbers Mean 


Read the chart from left to right. Each entry shows the number of fights that 
character would win in a 10-game series at an expert level of play, assuming 


both players have approximately equal skill. 


5-5: Even match. 2 
5.5-4.5: Very slight advantage. 
6.0-4.0: Significant advantage. 
6.5-3.5: Major advantage. 

7.0-3.0: Overwhelming advantage. 


Note: Major advantage fights are highlighted in Major disadvantage 


fights are highlighted in m 


SUB-ZERO 
LIU KANG 
NIGHTWOLF 


Tier 2: Power Players 
This tier is evenly bal- 
anced out since each 
fighter in it has no 
major advantage 
over each other. All of 
these characters have 
the potential to beat 
Kabal and Sindel if 
played right. 


KUNG LAO 
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Tier 3: Mediocre 
Characters 


. These characters are 


fun to use, and if 


yov're an expert 


yov'll still be able to 

beat the local chumps 
with these characters. 
However, in a serious 
match, don't expect to 


- win much with these 


guys unless you're 
matched against — : 
another tier 3 or 4 
character. 
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STRYKER 


[e] 725 | 


Tier 4: Cellar Dwellers 
Well, there’s not 
much to say about 
these guys except 
they look cool. If all 
you care about is 
Fatalities by all 
means chose these 
characters, but if you 
don’t like losing you 
shouldn't rely on tier 
4 on a regular basis. 


SPECIAL MOVES 


The secret character from 
Mortal Kombat Il is back 
with a vengeance! He still 
emits smoke and moves in 
mysterious ways, but this 
ninja has now been trans- 
formed into a cyborg just 
like his counterparts Cyrax 
and Sektor. You will need a 
special code to play as 
Smoke; check out pages 6- 
9 for all the Smoke codes. 
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Get Over Here! The Spear is 
BACK baby, and it's as good |” 
as ever. Well, it seems weird 
coming out of a robot's|- 
chest without the familiar 

deep voice, but what the f 


\ wt heck, at least it's some 
2 Uu thing. No strategy neces- 
Jar sary here... If you don't 
£o ke} know how to use Scorpion’s 


Tap Away, Away,- . " 
Low Punch. 
€ € LP 


Spear, | presume you've 
been living in Guam for the 
E last three years. 


 TELEPORT 


This is just like Sektor's MM 
Teleport in every way. [EE 
You can use the Teleport B * 
as part of or to set up 
ERE devastating combos. 
Don't get locked into [^ 
just throwing the Spear, 
mix in the Teleport. m 
However, don't do it if : : 
the enemy is in a block- TOP Toward, Toward, 

ing/turtling mode or Low Kick. 
yov'll get burned. 77 LK 


AIR THROW 


Look, it’s Cyrax’s Air 
Throw without the 
complicated motion. B 
You can use Smoke's 
Air Throw as an easy 
way to gain air domi- 
nance. Combine this} 
move with his Teleport BÉ 
and Smoke is a huge 
threat to anything that 
moves. 


INVISIBILITY 


have a habit of disap- B 
pearing, and Smoke’s $ 
no exception. This is one 
of his single most 
important techniques. 
Learn how to fight when 
you’re invisible, and 
always know where you 
are on the screen. You 
can drive the enemy 
nuts with this strategy. 


Jump, then hit Block 
when close in the air. 
JUMP, BL IN AIR 


Hold Block, [Tap Up, Up, - 
Run]. (Repeat to reappear.) 
HOLD BL [^ ^ RN] 


Away--High Kick. 
€+HK 


Away+Low Kick. 
€+LK 


Down+High Punch. 
YHP 


EJ d 
Get close, hold Toward, 
hit Low Punch. 
>+LP 


Hold Run, [Tap Down, Down, Distance: Tap Down, Toward, Toward, Block. 
Down, Down], release Run. A Step Outside | 22 BL 
(Distance: Full Screen) Sweep Range 
HOLD RN [V ¥ V V] REL. RN 


Note: Mercies can ony be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


rr | 


darc 


: YWE m aT TAN PROJECT 


SMOKE WINS - 


Hold Block, [Tap Up, Up, Toward, Down]. 
HOLD BL [T t > 4] 


nom 


12: THROAT CULTURE 


Full Screen 


DISTANCE: Hold Run+Block, [Tap Down, Down, Toward, Up] 


Maximum Sweep Range HOLD RN+BL [4 4 > f] 
FATALITY ——— UENDS: 2 


pmzvOweWSUEWAY | | Gs ansa (iE) hin THE WORN SECTION 


SMOKE WINS 


, FRIENDSHIP 


Tap Down, Down, i Tap Run, Run, Run; High Kick. 
(DISTANCE: FULL SCREEN) 


Tap Toward, Toward, 
Down, Low Kick. Away, Away, High Kick. 


22 V LK V4 € €HkK RN RN RN HK 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. MOST Friendships and Babalities can be done anywhere on the screen. However, Smoke's 


stage. Always stand close. Friendship is unique and must be done at full-screen distance. 17 


XPE 3 TEGIES OVERALL STRATEGY 
EXE ERT STRAT EGIES All around, Smoke is one of the best fighters in MK 3. He combines some of Sektor’s best 
en EM moves with his own unique moves for devastating combos. His ability to disappear combined 
makes him a constant threat, never to be underestimated. 


5 with his teleporting ability 
Beware, if he wins, your WORLD will never be the same! 


Jump behind the enemy’s head without attacking. If you position this correctly, any upper- 
cut attempt will miss. When you land, do a ground combo or a throw! 


l IJ. 
a B 1 a EN 
Turn invisible, then p and throw the enemy. This Caution: They may be on the lookout for you with sweeps. If so, 
will be very surprisin jump in and do a jump kick/teleport combo instead. 
HUMJMISIBAIEGIES! 


Run "P Spear 
F3 


t. iy 
Run at the enemy, stop short in front of them, and do the 
Spear. This is a good surprise move and can set up a power 


When possible, Run in and do Smoke's Fatal Fury ground 
combo. This is a good way to knock off energy and gain 


ground. 
e COUNTERS: | 


combo. 


7 n i S : 
If the enemy jumps at you from a dis- If the enemy jumps at you, instantly 
tance, time your Spear so they land on useful to knock enemies out of the air. jump at them and do your Air Throw. 
it. They'll get over here for a big Be sure to use it to keep people out! This is a fast and simplistic counter. 


combo! 


ni 
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If the enemy jumps at you, do the Teleport. on reaction. The Keep on tapping Away to make them think you'll do. a 
Teleport won't connect, but you will be safely on the other Spear. If they jump, do a High Kick to hit them. If they stay 
on the ground too long, stick 'em with a Spear. 


side of the screen. 
| HEAD-TO-HEAD 
vs. Liu Kang = Flying Kick 


VS. Shang Teung a Fireball Counter 


If you see ee Shang Tsung throw his Flaming Skulls, do your If Liu Kang does his Flying Kick, block it and instantly do 
Teleport on reaction and hit him from behind. This will set your Spear while Kang’s still stuck in the air. 


up a combo! 


Block Sektor" s Teleport, then throw your Spear to catch him If you see Cyrax go for either the Net or Bombs, do your 
before he lands. Teleport to hit him from behind, then follow with a jump 
kick/Air Throw combo. 


Turn invisible, then do the Teleport when they least expect 
it. They won’t be able to hear it coming, because it’s a silent 


move! 


Turn invisible, and watch for them to drop their guard 
commit to a move which prevents them from blocking. Stick 


‘em with the spear immediately! 


GROUND KOMBOS] 


[3 


SMOKE 


G HITS - IB: DAMAGE + BEGINNER) - 


` 2) High Ponchz <a) Low Punch. 


` (B HITS - IB: DAMAGE 


T e sjid 
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1) High Punch. 2) High Punch. 3) High Kick. 


The Fatal Fury 


(5 HITS - 26% DAMAGE - INTERMEDIATE) 


1) High Punch. 2) High Punch. 3) Low Kick. 4) High Kick. 5) Low Punch. 


Power Spear Kutter Super Teleport Throw Kombo 


(3 HITS + 36% DAMAGE - INTERMEDIATE) (3HITS + 45% DAMAGE - INTERMEDIATE) 


1) Do a Teleport to 2) Immediately hit 3) Now do the Air 
the enemy with a do the Spear while close, finish it with an knock ‘em up high. ‘em with a jump Throw for amazing 
Teleport as you tap they're in the air. Uppercut. kick as you tap damage! 
Away. Block. 


1) Start off by nailing 2) Hit Low Punch to 3) When they get 
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r Kombo — 
INTERMEDIATE) 


2) Just as you land | 
- Low Kick to Telep 
iu 


hile they’ 


' in the corner, jump in from. 2) Quickly do another jump kick to juggle 3) Immediately hit Block to do the Air Throw. 
do a super deep kick that hits 'em. Crazy! 


Double Roundhouse rusher 


' (6 HITS + 50% DAMAGE - EXPERT) 


einthe 2) Hit Low Kick todo 3) While they're as 5) Hit Low Punch to ó) Finish this ugly 
corner, jump in witha the Teleport. high as possible doa Roundhouse Kick as throw the Spear mess with an 
deep kick as you tap quick Roundhouse you tap Away. before they land. Uppercut or the Fatal 


Toward. 


Korner Spear Kombo 


(8 HITS - 33% DAMAGE : INTERMEDIATE) 


Fury ground combo. 


4 z (ine : fe: i i 3 A TRS 1 = 
5) High Punch. 6) Low Kick. 7) High 3 8) Low Punch. 


1) When they're 2) Do a standing 3) Hit Low Punch 4) High Punch. 
in the corner, High Punch to to throw the 

jump in witha juggle ‘em as Spear. 

deep kick. you tap Away. 
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MORTAL KOMBOS 


Punching Spear + 
(a HITS. - 


3) When the enemy jumps at you, do two 
standing High Punches as you tap Away for 


the Spear. 


Ulia Tele-Throw Buster 
(4 HITS À 51% DAMAGE . INTERMEDIATE) - 


1) When the enemy 2) Hit Low Kick to. 3) Go after them — 4) Finish with an 
jumps at you, doa. do the Teleport with a jump kick Air Throw for 


standing High Punch and juggle ‘em. as you tap Block. insane damage! 
as you tap Toward. 


Standard Spear Komba 


(3 HITS - 28% DAMAGE - BEGINNER) 


1) Jump in/cross 
up with a deep 
kick as you start knock ‘em up. 


with a deep kick 


Uppercut for 
as you tap Away. 


and snag 'em. three easy hits. 


(AHITS - 


EFENSIVE KOMBOS; 


39% DAMAGE - INTERMEDIATE) 


CR PAM ai 
3) Finish with an 
Uppercut or the Fatal 
Fury ground combo. 


2) Hit Low Punch to 
throw the Spear while 
they're falling back. 


Defensive Air Throw Smash 
(B HITS - 42% DAMAGE - EXPERT) 


1) When the enemy 2) Do a quick 3) Go into the Air 
jumps at you do a jump kick as you Throw for an amaz- 


Standing High: Pubch tap Block. ing three-hitter! 
as you prepare to 


jump at the: 


40% DAMAGE - INTERMEDIATE) 
ae ee 


2) Hit Low Kick to 3) Follow witha 4) Finally go into 
Teleport and jump kick as you the Air Throw. 
tap Block. Nasty! 


tapping Toward for 
the Teleport. 


S x] 
1) Jump in/cross 
up with a deep 
kick as you start 
tapping Toward 
for the Teleport. 
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start tapping 
Away for the 
Spear. 


Spear while 
they're getting 
juggled. 


i 


h. 5) High Punch. 6) Low Kick. ] 


OVERALL CPU STRATE 


Use Spears to catch enemies. They won't block if they're close; ow with an Uppercut and 
repeat. Another useful pattern is to Spear the enemy, then do a standing Low Punch followed 
by another immediate Spear (this only works against the computer). Also, try crossing up oppo- 
nents with a jump kick, then doing the Teleport to juggle them in the air. Even if they 


VERSUS CPU 
chia 


block the jump kick/Teleport, keep repeating the pattern until they’re dead. 


Don't try the Spear when he does his Freeze; this is NOT a good exchange for you. 
Instead, do a Teleport and combo him from behind, then go into the Spear pattern. If he 
Slides, block it and Spear him to start off the Spear pattern. 


If Sonya does her Fireball, hit her with 
a jump kick and follow with Teleport. 
Use Spear patterns to beat her if she 
gets close. 


we. Kabal 


s to shoot a Plasma Blast, hit 
him with a jump Kabal likes to 
use the Tazmanian Spin when you 
jump, so don't jump. Instead, try to 
beat him with ground Spear patterns. 


If Kang dees his wm Kick or Bike 
Kick, block it and Spear him then do 
the Spear pattern ‘til he’s toasty. If he 
tries a Fireball, Teleport and combo 
him from behind. 


If Lao Teleports, block ond spear him 

air, then combo him. If he does his hat toss, 
Teleport to hit him from behind. Then Spear 
him before he lands and use the Roundhouse 
Kick to knock him across the screen. Repeat 
this pattern as much as possible. 


ws. Kano 


If Kano does his Ball, block it and pull him in 
with a Spear, then go for a combo. If you try to 
jump back, Kano will do his ball and OU, 
so try to stay on the ground and fight him with 
your Spear pattern. When he does his Knife 
Throw, Teleport and combo him from behind. 


vs. Motaro 
7 » 


Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once your jump kick connects, run 
and do a ground combo as he gets up. 


When Sektor shoots a Missile, do the 
Teleport to set up a combo. If he does a 
Teleport, block it and Spear him, then 
do a combo and repeat. If he gives you 
trouble just do the Spear pattern. 


When Jax does his Ground Pound! hit 
him with a jump kick, then follow with 
and combo. If he tries to 
alls, just Teleport and go 
into a combo. From there, use the 
Spear pattern. 


sit and block low until he does the Vertical 
Shadow Ram, then Uppercut as he falls. If he 
misses with the Hammer while you’re low, do an 
Uppercut to hit him. If Kahn taunts you, Spear him 
and then do a combo. If you catch him with a 
Spear, do an Uppercut, shoot another Spear, and 
repeat this pattern ‘til it's OVER! 
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HANG FSUNG 


- 


1 FLAMING SKULL 


This is Shang 


2 LAMING SKULLS 
Shang Tsung can xen asd Ig. mes 


SPEC TAL POVES 


Tsung’s most basic also throw 2 Flame 
projectile. Use it to Skulls at once, which 
keep out enemies is harder to do but 
when they jump at does more damage. 
you. It’s easy to do 5 This can be used in | 
it'over and oV some crazy corner n 
again! Also use it in “ta, Away Away, combos! Tap Away, Away, 
jump-in/cross-up High Punch. Toward, High Punch. 
combos. € €HP € € 2 HP 
. — — 
FLAMING 5: RULES 0 GROUND FIREBALLS 


à fen Rast is the ultimate 
) f y iugglin" projectile. If 
wW / | the enemy lands on 
| the first skull, all 
= ae three skulls will _ ry 
SH i IG TSUNG connect and juggle r 
“em across the 


screen! Tap Away, Away, Toward, 
Toward, High Punch. 


The Ground 
Fireballs are 
Tsung’s incredible 
new move. Do the ~ 
Fireballs to launch - 
an enemy into the © 
air, then follow it 
with an awesome 
-air juggle kombo. | 
ees €€22HP x " "ge He Seek 
MORPHS Sub-Zero GY LL Lig stant 
Shang Tsung can transform NN 
into any of the other 13 
characters. By doing so he 
will gain ALL of their special 
moves, kombos, and fatali- 
ties. Morphs last around 
nine seconds, after which 


ene 
-. Tap Toward, Away, 
Away, Low Kick. 


i Motion Toward, Down, , Tap Block, : Hold Block, [Motion: 
Shang Tsung will ner back Toward, High Punch. Block, Block. Full Circle Toward.] 
to his normal form. HOLD BL [CIRCLE 


2|i€72] 
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Motion Away, Donn! Tap Toward, Toward, Tap Toward, Toward, Tap Down, Toward, Hold Block, [Tap 
Away, Low Kick Down, Low Punch. Toward, High Kick. Away, Run. Up, Up, Up]. 
€ V €1K >> LP 222HK y 2 € RN HOLD BL [7 7 1] 


Iussya Sonya asal Kung Lao Heno] 


STORY 
“Tsung is Shao Kahn's 


lead sorceror. He once 3 
Motion Toward, Down, Hold Run+Block+Low QUICKLY Tap Low Punch, Tap Run, Run, Tap Away, Toward, 


f t i i Toward, Low Kick. Punch [Tap Down]. Block, High Kick. Block, Run. Block FAST. 
ell out of favor with his ə VOLK HOLD [RN+BL+LP] 4 LP BL HK RN RN BL RN € > BL FAST 


emperor after failing to 
win the Earth realm 
through tournament bat- 
tle. But the ever schem- 
ing Shang Tsang is 
instramental in Kahn's 
conquest of Earth. He 
has now been granted| Ger TEATE Toward, 
more power than ever.” hinL pT 
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BASILEVOVES] 


2uwssp Roundhouse ier 


Throw 


Down+High Punch. 
VY HP €4L1K <+HK 


Away Low Kick. 


Away High Kick. 


sha, IPE i 
per i 


Ae 
aon CONS "oye 


Distance: Hold High Punch, [Tap Run, Run, 


Hold Run, [Tap Down, 
Down, Down, Down], Full Sweep Range Run, Run], release High Punch. 


release Run. (Distance: 
Full Screen) 
HOLD RN [4 V & 4] REL. RN 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


SHANG TSÜNG wm 


Hold HP [RN RN RN RN] REL. HP 


DISTANCE: Hold Low Punch, [Tap Down, Toward, Toward, Down], release Low Punch. 


Very Close HOLD LP [4 Y] REL. LP 
m dq i 
FACH 
HR: SOUL STEAL 


DISTANCE: Hold Low Punch, [Tap Run, Block, Run, Block], release Low Punch. 
Very Close HOLD LP [RN BL RN BL] REL. LP 
PAP. 2v 
FATALITY pe a un, E FRIENDS 
prvrowersurway | SIVA Ow JOUST!! 


Hold Block, [Tap Up, Up, Tap Run, Run, Run, Tap Low Kick, Low Kick, Run, Run, Down. 


Away, Low Punch]. s L ey 
HOLD BL [^ ^ € LP] Low Kick. K LK RN RN 
RN RN RN LK 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
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SHEE TSC 


dod 


i, 


Morph into a player who has a teleport move if you need to Do your in-close ground combos to push a player back and 


make a quick escape. 


BP EHTP STERN RC UES 


SHANG TS 


UNG 


OVERALL STRATEGY 


Tsung’s still a powerful player. His morphing time is still slow, but his 
new Ground Fireballs give him a great advantage. 


fu BUN IN STRATEGIES) 
Fun, Stop, and Fire 


= 2 : e a EI Em 


Run at your enemy, stop short, and do the Flame Skulls. This is a good way to catch 
them off-guard. 


y'll be stuck if they block 


gain some room. 


T 


Jump straight up and use a punch to counter the enemy in Do the Ground Fireballs when you anticipate the enemy will 


the air. 
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jump at yov. If you time it early, they land on the ‘balls 
and get juggled. 


: D j 
If you're at a disadvantage against an opponent, morph 
into their counter-character. (That is, the character who has 
the biggest advantage against the enemy.) For example, 
against Cyrax morph into Sub-Zero. 


Do your Ground Fireballs to knock her up while she is doing 
her Scream move. 


" 


s Leg Grab and then imme: 


Block Sonya’ 
Flame Skulls. She won't be able to block the first skull if 
yov're fast! 


PAMERNS, 
rine tne Jumpers 


When the enemy jumps at you, throw your 3 Flame Skulls. 
This will bounce them and give you a great combo. 


FN. 


Sweep the enemy, then go for a throw as they get up. 


After you sweep the enemy, do your 3 Flame Skulls to trap 
them down on the ground. 
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you land hit | Hig} 
ull: This is ext 


GROUND KOMBOS 


(B HITS - 19% DAMAGE 


1) High Kick or Low Kick. © —  2)High Kick. 


The Fatal Fury 


(5 HITS + 27% DAMAGE - INTERMEDIATE) 


1) Low Kick. 2) High Punch. 


Fire Kutter Kombo 


(4 HITS - 36% DAMAGE - INTERMEDIATE) 


1) Start off by doing the Ground Fireballs. This will hit them up to three times and knock 'em into 


the air. 


3) High Punch. 


3) Away+High Kick. 


4) Low Punch. 5) Away+High Kick. 


2) Step back; and as "me fall down, 
time an Uppercut to hit them. You 
may want to try this by doing rapid 
Uppercuts; one will probably connect. 


GROUND KGMBOS; 
Fire and Skulls Blaste 


(e HITS + 37% DAMAGE + EXPERT). 
HANG TSUNG 3 


1) ‘Start off by doing the Ground Fireballs. This will hit them 2) Step back, and as they fall down, time your 3 Flame ‘Skulls to jug- 
up to three times and knock ‘em into the air. gle them in the air. This is extremely hard to do but stylish! 
Migrity Morphin’ Power Jule 
(5 HITS + 47% DAMAGE - EXPERT) 

MKS. IS 


1) Start off by doing the Ground Fireballs. This will hit them 2) As they're getting knocked | 3) As they’ re cem 4) Rap on Block to go into 
up to three times and knock ‘em into the air. up, morph into Jax! That's meet them in the air the Backbreaker for an 
right, old cinnamon TOASTY with a jump kick. amazing five-hitler. 

cs EM. " " apple Jax himself. 

ULTIMATE Double Ground Fire Kono 
(7 HITS - 50% DAMAGE - EXPERT) 


TEE 


1) Start off by doing the Ground Fireballs from full- 2) As you get over to the other side of the screen, start 3) Finish this with 


screen. Move yourself forward so you're almost below tapping to do the Ground Fireballs again. If you are either an Uppercut, 

the third fireball, and just as they are bounced from HYPER FAST, the second set of Ground Fireballs will jug- a Roundhouse Kick, 3 

the third fireball, Run across the screen. gle them before they land! Flaming Skulls, or if 
you're in the corner, 
do the Triple 

Note: This is THE SINGLE HARDEST combo in MK 3, so you must practice it many times! Roundhouse/ 


High Kick juggle! 


DEFENSIVE: KGNMBOS: 
Defensive Punch & Skull Triple Skull Juggle 


(3 HITS - 2l: DAMAGE - INTERMEDIATE) (3 HITS + 23% DAMAGE - INTERMEDIATE) 


When the enemy jumps at you from a distance, throw up to 3 
Flame Skulls. If timed correctly, all three Skulls will juggle them! 


2) Hit High Punch to 
throw 1 Flame Skull 
and hit ‘em up for 
three hits. 


1) When the enemy jumps at you, do two 
standing High Punches as you start tap- 
ping Away. 
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c 


NDSL DNYH 


a 


| Great Balls of Fire Juggle 


(5 HITS DAMAGE - EXPE 


SGN TSU 


is eaen n 2)Doa Sanding 3) Immediately tap Toward, Toward, and High Punch to` 
he corner, jumpin LOW Punch to throw 3 Flame Skulls. This is an extremely hard-to- do, bor 
Qi a sone _ juggle ‘em as you devastating combo! : : 
tap Away, Away. 


1) When they're in the 2)Doa standing. LOW 3) Immediately tap Toward and High Punch to throw 2. 4) Rap on the High Kick 
corner, jump in with a Punch to juggle 'em as Flame Skulls. You must be fast with this move and not button to nail them after 
deep kick. you tap Away, Away. get pushed too far away! the second Skull. Practice 


Sub-Zero Power Morph ca atid 
(4 HITS + 71% DAMAGE - EXPERT) 


1) When they're in the cor- 2) This might bewilder 3) The Uppercut will 4) Do a Roundhouse 5) Follow with another 6) Finish it off with a 
ner, morph into Sub- — the m—take the knock ‘em into the air Kick to hit them high. Roundhouse. standing High Kick. 
Zero, wait about seven opportunity and do where they'll be frozen. Sucker! 
seconds, and jump in and. gn Uppercut. At this time, you should 


do an Air Ice Clone revert back into 
directly over their head. Shang Tsung. 


Graham’s HYPER Roundhouse Juggle 
(7 HITS - 81% DAMAGE - EXPERT) 


«its. 99 ANS: 00 È d NS | 3 4 WINS: Q0 


1) When you're somewhere near the corner and they're at a full-screen — 2) As they're 3) Follow this 4) Do another — 5) Finish off this 
distance, launch your Ground Fireballs. As they're getting juggled by falling, hit them with another quick Round- — crazy combo 
the three hits, make sure you Run into the corner. as high as possi- fast Round- house Kick. with a standing 


ble with a house Kick. High Kick. 
Note: The key is to time your Roundhouses and do them very fast. This Round-house 


combo does tons of damage and can actually be done in a match! Kick. 


Veale wr 


OVERALL CPU STRATEGY 


Use Ground Fireballs repeatedly to hit the computer as it tries to get close. This 


will juggle them in the air; follow with a Roundhouse Kick to boot them away 


and repeat. Use Triple Flaming Skull patterns from a 
computer opponents... most of them will just walk right into the projectile. 


À US. Sekt 


tance to wear down 


Do Ground Fireball patterns to beat him easy, and if he Teleports, block it and do the 
Triple Flaming Skulls on him. 


If she tries to do her Fireball, jump kick 
her and start the Triple Flaming Skulls 
so she gets hit by all three of them as 
she gets up. Also do the Ground 
Fireballs when possible to take off lots 
of energy. 


vs. Shang Tsung 


Do the Ground Fireballs if he tries to 
do the Flaming Skulls. You might get 
hit, but he will be juggled in the air 
and you can Uppercut him. Do Single 
Flaming Skulls if he gets too close; this 
will push him back. 


vs. Sub-Zero 


You don’t wanna try the Flaming Skulls 
on him, since he might freeze you if 
you do. Instead try jump kicking him, 
then do the Ground Fireballs while he’s 
down. This should set up your Ground 
Fireballs pattern. 


Use Ground Fireballs to juggle her 


close, then use an uppercut to push her 
back. Keep repeating this to beat her 
fast. 


WINS: 05 


[SHANGISUNG — ——— GENERIS 


If he throws a Grenade, try to stay close 
and do the Ground Fireballs to lift him 
up. Then Uppercut him as he falls. If he 
does the Riot Klub Throw and you block it, 
do the Triple Flaming Skulls followed by 
the Ground Fireballs pattern. 


Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once your jump kick connects, run in 
while he's down and start your ground 
combo as he gets up. 


Do the Ground Fireball. 


vs. Cyrax 


Bombs, then jump kick him in the air 
as you hop away from the bombs^ 
explosions. If he tries to Net you, block 
it. Don't try to counter or you will get 
caught. 


Liu Kang 


- ` 
If he does a Bike Kick or a Flying Kick 
and you block it, do a Roundhouse Kick 
and start the Ground Fireballs pattern. 
If he tries to throw fireballs, just jump 
over and kick him. 


vs. Shao Kahn 


WINS: 00 
Teepe 


he does the 
Vertical Shadow Ram, then Uppercut 
him as he falls. If he misses with the 
Hammer while you’re low, do an 
Uppercut to hit him. If he taunts you, 
throw a few Flaming Skulls at him. 
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he tries the 


DNDPSL DNYHS 


SPECIAL MOVES 


STORY 
“She once ruled the 
Outworld at Shao Kahn's 
side as his queen. Now, 
10,000 years after her 
untimely death, she is 
reborn on Earth. Her evil 
intent is every match for 
Shao Kahn's tyranny. 
She is the key to his 


occupation of Earth.” 
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GROUND FIREBALL 


Sindel’s Ground 
Fireball is a quick and E^ 
easy projectile move FF 
to use. You should try | 
psyching your oppo- 
nent out by alternat- 
ing Screams with 

Ground Fireballs. 


Tap Toward, Toward, 
Low Punch. 
>>LP 


Kitana’s mom has a 
move to rival her 
daughter’s: a scream 
which stuns the 
enemy and sets ‘em 
up for a huge combo! 
The only weakness is 
it has short range, so 
use it when the 
enemy is exposed at 
close range. 


Tap Toward, Toward, 
Toara, High Punch. 
>> > HP 


AIR FIREBALL 


Sindel's Air Fireball is 
one of the best air 
projectiles in the 
game, because it 
shoots very fast and 
at a downward angle, 
making it very effec- 
tive in combos. Note 
that the motion is 
100% different from 
the Ground Fireball. 


FLIGHT 


One of the most unique 
moves ever, Sindel's 
Flight enables her to 
cruise around the screen 
and pepper the enemy 
with Air Fireballs. This is 
extremely stylish, but be 
warned, you'll be hard- | 
pressed to find a practi- E 
cal use for this move 
against a true MK 3 . 
expert. 


Jump or Fly, then Motion 
Down, Toward, Low Kick. 
JUMP OR FLY THEN ¥ > LK 


qui A 


ae 


Tap Away, Away, Toward, Hig! 
Kick. 


€€2HK 
Hit Block to land. 
BL TO LAND 


BASIC MOVES 


Away-- High Kick. 
€+HK 


Away+ Low Kick. 
€+LK 


Down+High Punch. 
YHP 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


Hold Block, [Tap Toward, Toward, Up, High Punch]. 
(Distance: Very Close) 
HOLD BL [> > t HP] 


Hold Run, [Tap Down, 
Down, Down, Down], 
release Run. (Distance: 
Full Screen) 

HOLD RN [V & $ 4] REL. RN 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


dar 


f 
1] 


* 1: SCREAWER OF THE WEEK 


is j 1 J f a 
DISTANCE: Tap Run, Block, Block, Run+Block. 
Very Close RN BL BL RN+BL 


Ea 


#2: HARS SPIN J 


“SINDEL WINS 


DISTANCE: = Tap Run, Run, Block, Run, Block. 
Just Inside Sweep Range RN RN BL RN BL 


FATALITY 


emvrowensueway | (alla Om” SPLIT THE UPRIGH 


GHTS 


Tap Down, Down, Tap Run, Run, Run, Up. Tap Run, Run, Run, Run, Run, Up. 


Down, Low Punch. RN RN RN 7 RN RN RN RN RN t 
vv V LP 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
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Shao Kahn's bride is one tough chick. Her Scream and Fireballs make her a 
top player. She is a deceptive character; this makes her unpredictable, 
y which is the way she should be. 


ESCAPE TACTICS 


MAARN —— — ——— OVERALL STRATEGY 


SINDEL 


SINDEL 


Run in, stop short, and hit them with a Scream. This is a Run at the enemy, jump up, and then shoot an Air Fireball 
great way to start off a combo. to catch them off-guard. 


CHEAP: 


Korner Screams Air Fire Repeat 


Get the enemy in the corner and do screams. You can Jump up and back, and shoot Air Fireballs at the enemy. 
repeat this, and if they don’t know how to get out, they will You will gain distance and chop away their energy. 
be stuck. 


If you start flying, do your Air Fireballs and move b Fake the Flight move. Then as they jump at you, hit then 
forth on the screen. with the High Kick. 
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When the enemy jumps at you, do the Hit the enemy with a Fireball when When the player throws a projectile, 
Scream to catch them in the air. they jump at you. jump up and shoot your Air Fireball. 


Do your scream as he does his Freeze. Sometimes you will dominate over . Caution: If you are foo slow or too far 
the Freeze. away, you'll be frozen. 


ws. Ki » Bali Punch 


Do the Scream you are close to Sheeva and she tries to do “Jump up and do an Air Fireball when Sektor tries to do his 
her Earthquake. Homing Missiles. Block the Homing Missile when you land, 
and this trade works in your favor. 


SINDEL 


MORTAL KOMBOS 


y 


(B HITS + 19% DAMAGE - BEGINNER) 
ed 


NN 


A 


| 
li 
SINDEL 


Scream Kutter Gatchin' Air Kombo 


(2 HITS ~ 24% DAMAGE - BEGINNER) (4 HITS + 27% DAMAGE - INTERMEDIATE) 


1) High Kick. 2) High Kick. 3) Away+High Kick. 


i y 3 
tir OP EL 
Do the Scream 2) Now blast 'em 1) Low Kick. i 1 3) High Punch. 
to stun them. with an Uppercut. Punch. 
Or, if you're good, Note: You can follow this combo with an air juggle if you're not near the corner. 
do a long ground 
combo. 


The Fatal Fury 


(5 HITS - 33% DAMAGE - INTERMEDIATE) 


1) High Kick. 2) High Punch. 3) High Punch. 4) Low Punch. 5) High Kick. 


Air FirePower Kombo 


(6 HITS + 40% DAMAGE - EXPERT) 


4) Down+High 5) Quickly do a jump 6) Now hit Lov 


Punch. kick as you start a throw the Air Fireball 
quarter-circle Toward for a six-hit slammin’ 


motion. combo. 


Fireball Double Hit Standing Fireball Double Hit 


(@ HITS + 21} DAMAGE - BEGINNER) (2 HITS. + 21% DAMAGE .: INTERMEDIATE) 


IAGNIS 


1) Jump in/cross up with a 2) Now hit Low Kick to throw 1) Jump in/cross up with a 2) Just as you land hit'Low 
deep kick as you start a the Air Fireball before you super deep kick as you start Punch to throw the Ground 
qudrter-circle Toward motion» land for a two-hit juggle. tapping Toward for the Fireball. This will-juggle them 
for the Air Fireball. Ground Fireball. if done correctly. 


Kiekin’ Sereann Cut 


(3 HITS + 30% DAMAGE - INTERMEDIATE) 


1) Jump in/cross up with a deep kick as 2) Now hit High Punch to Seream before 3) While they're out of commission, do an 
you tap Toward for the Scream. they land. Uppercut. Or do your big ground combo! 


(3HITS + 24% DAMAGE - INTERMEDIATE) 


— 


: = — 
1) When they're in the corner, jump in with 2) Do a standing High Punch to juggle ‘em 
a deep kick. and immediately start tapping Toward. Fireball for three stylish hits. 


(8 HITS - 34% DAMAGE - 


1) When they're 2) Do a standing 3) Now hit High 4) High Kick. 5) High Punch. 6) High Punch. 7) Low Punch. 8) High Kick. 
in the corner, High Punch to Punch to catch 
jump in with a juggle ‘em and ‘em with the 
deep kick. immediately Scream. Then 
start tapping get close for the 
Toward. rest of the 
ground combo. 


SINDEL 


MORTAL KOMBOS 


Air Fireball Kombo 


(2 HITS - 27% DAMAGE - INTERMEDIATE) 


AIR) KOMBOS 


1) Jump and hit the enemy in the air with a 
kick as you do a quarter-circle Toward motion, 


2) Immediately hit Low Kick to throw the Air 
Fireball for a double-hit air juggle. 


de DEFENSIVE KOMBOS x ; | 


Air Roturn Fire 


(2 HITS - 2l; DAMAGE - 


Punch and Gall 


INTERMEDIATE) (3 HITS - 25% DAMAGE - 


1) When the enemy jumps > 2) Hit Low Kick to throw 


at you, jump back and do. the Air Fireball for two 
a punch as you begin a hits. 
quarter-circle Toward motion. 


The Big 


(9 HITS - 54% DAMAGE - EXPERT) 


1) When the enemy jumps at 


Toward. 


standing High Punches as you start tapping 


INTERMEDIATE) 


you, do ivo 2) Hit Low Punch to thaw 
the Ground Fireball for 


three hits total. 


1) When the enemy jumps at 
you, do two standing High 
Punches as you start 
tapping Toward. 


2) Hit High 
Punch to 
catch ‘em in 
the Scream. 


3) Low Kick. 4) 


Punch. 


UNLIMITED RUN KOMBOS 
MEGADeath 


(7 HITS - 43%DAMAGE - EXPERT) 


4) Down+High 
Punch. 


1) Low Kick. 
Punch. 
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5) Run ii in n and doa 6) Quickly doa 
standing High 


7) Quickly do a 8) Now hit Low 
jump kick as Kick to throw the 
you start a Air Fireball to 
quarter-circle finish the ulti- 
Toward motion. mate nine-hit 
bonanza! 


6 Down + ; 
High 
Punch. 


7) Now hit Low Kick 
to throw the Air 
Fireball for a six-hit 
slammin’ combo. 


jump kick as you 
start a quarter-cir- 
cle Toward motion. 


VERSUS EPN 


OVERALL CPU STRATEGY 


Use the Scream to catch opponents who walk close to you, then do a 
combo that knocks them down and repea 


Jump back and shoot Air 


Fireballs against the enemy; they probably won't block. Repeat 
this to kill your opponent. 


If he shoots an Arrow, jump kick him. Then do the Scream as he gets up to set up a big 
combo. If he runs at you, do a Fireball or Scream for a quick counter. 


hting the CPU, try to block her 

s and use your Scream to 
catch her while she is recovering from 
the jump kick. Use Air Fireballs when 
you see the opposing Sindel do a 
Ground Fireball. 


ve. Sektor 


Do early jump kicks followed by Air 
Fireballs to take off his energy. If he 
tries a Teleport, block it and Scream to 
catch him in the air. Use the Scream 
pattern if you're cornered. 


ws. Liu Kang 


Use Fireballs from a distance to brin 
him closer, then do Screams to trap him 
in a pattern. If you block his Flying Kick 
or Bike Kick, do the Scream to drag 
him in for a combo. 


vs. Kung Law 


Stay close to Lao and wait for him to do 
a Hat Throw, then block it and start the 
Scream to catch before he can 
recover. Otherwise, just keep using 
Screams to wear him down. 


and kick. Then run forward and do the 
Scream as she gets up to either push her 
back if she blocks or catch her with a power 
combo if she doesn’t block. Use lots of Air 
Fireballs; since Sheeva is so tall, she’s an 
easy target. 


Use Scream patterns to mess him up. If 
he retreats and starts throwing 
Grenades, try to get into the air. Once 
yov're flying, toy with him with your Air 
Fireballs until he is beaten. 


Jump back and kick on the way up to catch 
Motaro when he lunges at you. Once that 
jump kick connects, run in while he is 
down and start your ground combo as he's 
getting up. Use the Flight if you're win- 
ning, and keep away u ime runs out. 


If he tries to do the Ground Pound, jump 
at him and don't attack. Once you land, 
do the Scream to catch him and start the 
Scream pattern from there. If he shoots 
any of his fireballs, duck them and try to 
let him get close so you can catch him 
with a Scream. 


Sit and block in low defense "til he does the 
Vertical Shadow Ram, and Uppercut him as 
he falls. If he misses with the Hammer while 
yov're low, do an Uppercut to hit him. If he 
tries to taunt you, jump kick him. After one 
of your Uppercuts connects, do a Fireball as 
he gets up for an extra hit. 
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TAANIS 


STORY 
“After failing to convince 
his saperiors of the com- 
ing Outworld menace, 


Jax begins to covertly |E 


prepare for future battle 
with Kahn's minions. He 
outfits both arms with 
indestractible bionic 
implants. This is a war 
Jax is prepared to win." 
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Jax has new cyber- | 
netic implants, and 
his new fireball _ 
techniques replace | 
the old Sonic Wave 
move. The Single . 
Fireball is the easi- 
 estto do andis — Tap Away, Toward, 


^ A High Punch. 
This requires a lot of tap- baec Sue PEU 
ping and patience, but | — T QURZAF P Wadi 
once you've got it down, . a hs Fe (oy a 
the Double Fireball move fe, Oe S 
is very useful. It can be — B d A 


used to push back the 
enemy, and often the 
won't expect 2 fireballs 
and will forget to block 
the second one! It can. 
also be used for a two-hit 


juggle combo, but this ~ Tap Toward, Toward, 
works far less consistent- 


Away, Away, High Punch. 
ly than Shang Tsun: š 
Flaming Sku! Me 22 ee Hp 


# 
Ex 


Jax's new cybernetic 
arms come in useful for 
_ this amazingly fast 


new moves in MK3, it | 

can be used both offen- | 

sively in combos, or 
iste ensively to retaliate 

you block an ' enemy’ s 

move (such as a jump 
kick) which leaves them 
vulnerable for even a 
split-second! 


Tap Toward, Toward, 
High Kick. 
>> HK 


The classic quaker is 
back, but way, way 
slower. It’s so slow, 
the enemy can see it 
coming almost every [ea 
time if they're looking 

for it. Oh well, use it 
very sporadically 
when the enemy 
doesn't expect it, or 
when they're “turtling 
up" and waiting. 


n Charge Low Kick four 
seconds, release. 
CHARGE LK 4 SEC., REL. 


GOTCHA GRAB 


Another klassic move, 
the Gotcha is still one 
of the most powerful 
move in the game if 
you get maximum hits 
every time. The high 
damage makes up for 
the limited range, so 
go for the Gotcha 
whenever the enemy's Top Toward, Toward, 
and you think they Low, Punch, then 
won't block. rapidly tap Low Punch. 
> > LP RAPID LP 


BACKBREAKER 


Unfortunately this 
powerhouse has been 
neutered; you can no 
longer do a jump-in 
kick followed bya 
Backbreaker. Oh well, 
the air kick/Back- 
breaker combos still 
work perfectly. Always 
be ready with this 
move, especially when 
you need to gain air 
dominance. 


E" i 


Jump, then hit Block 
when close in the air. 
JUMP, BL IN AIR 


Away+Low Kick. 
€+LK 


Get close, hold Toward, 
hit Low Punch, then 
rapidly tap High Punch. 


Down +High Punch. 
YHP 


Away --High Kick. 
€+HK 


>+LP THEN RAPID HP 


DISTANCE: 
Very Close 


DISTANCE: 
Full Screen 


FATALITY 


Tap Down, Toward, 
Down, Low Punch. 
v> VLP 


Note: This Fatality works on the Pit 
3, Shao Kahn’s Tower, or Subway 
stage. Always stand close. 


Hold Run, [Tap Down, Hold Low Punch, [Tap Toward, Toward, Down, Toward]: 
Down, Down, Down], (Distance: Very Close) 


release Run. (Distance: 
Full Screen) HOLD LP [> > 4 >] 


HOLD RN [4 V V V] REL. RN 
Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


$1: Y- 1000 CYBER SHREDDER 


a A 
Hold Block, [Tap Up, Down, Toward, Up] release Block, tap Td, 
HOLD BL [f 47] BL 


#2: GIANT STOMP 


Tap Run, Block, Run, Run, Low Kick. 
RN BL RN RN LK 


CR ENDS. IP 
SKIP ROPE 
JAX WINS 


Tap Down, Down, Tap Low Kick, Run, Run, Low Kick. 
Down, Low Kick. LK RN RN LK 
V V V LK 


Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
match. Friendships and Babalities can be done anywhere on the screen. 
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CATER UC ely —————____—___ OVERALL STRATEGY 
Jax is now the most well-rounded character in the game. Armed with 
his fast Cyber Dash Punch move, his Double Fireball, and his 
Backbreaker, he is quick and powerful. 


ROMIN STRATEGIES] 


= EM ZUR 


Try to run in at the opponent, stop short, Run in and use Jax's ground combos to 
and do Jax's Ground Pound. chop away the enemy's energy. 


E c ESCAPE TACTICS ; | 


cm WU CUNT P ae Malai i) 
Use Jax's Cyber Dash Punch for a quick escape when the When trying to flee from the enemy, jump over them and 
battle is too hot. Even when the enemy is blocking, you will rapidly hit Block. If they jump, you can snap their spine with 
bounce off them and buy some distance. the Backbreaker. 


ws. Liu Kang - Flying Kick Grab 


Just as Sheeva is about to land on you with her Teleport Stomp, 
do Jax's Roundhouse Kick. Sheeva will fall "through" the kick 
and miss (it's a glitch). You will be unscathed...do your Fatal 
Fury ground combo when she lands! This ONLY works with Jax! 


x 


When Zero tries to do a Freeze, block it and then do a If Sindel is flying around, Run under her, jump, and grab 
Cyber Dash Punch to nail him before he can recover. her with your Backbreaker. 
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Do your Double Fireballs while charging your Ground 
Pound. Mix up these moves; this is a great way to contain 
your enemy. 


Use your crouching Low Kicks and Low Punches to push the 
enemy back, then hit ‘em with a Ground Pound. 


WINS: 09 


When a player throws a projectile, When a player tries a close sweep, Another use for this trick is to block a 


block it and then quickly do the Cyber block it and immediately do the Cyber jump kick, and then do the Cyber Dash 
Dash Punch. The Dash will connect Dash Punch. You'll hit ‘em before they Punch. The Dash will connect before 
before they can block! can recover! they can block! 


Pound the Projectiles 


When the enemy jumps at you, do the When the enemy jumps at you, do the Do the Ground Pound to stuff a player 


Ground Pound to catch them as they Double Fireball to catch them in the air who is trying to hit you with their pro- 
land. for two hits. It’s very hard to avoid! jectiles. 


EIMERDSYABEAIMNERS| 
Breaks Sheir zac 


L^ 


Meet the enemy in 1 the air with a jump kick and immediately 
do the Backbreaker. 
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ee 


Ground Pound Mania Double Cyber Dash 


(2 HITS. - 15% DAMAGE - BEGINNER) (2 HITS .- 22: DAMAGE- INTERMEDIATE) 
EN 


1) Jump in with a 2) As you land release 1) Jump in. with a 2) As soon as you land 

deep kick while you | Low Kick to do the deep kick as you tap hit High Kick to go into 
are charging the Low Ground Pound for Toward. the Cyber Dash Punch 
Kick button. two easy hits! for two fast hits! 


Gotcha Mega Grabber 


(2 HITS - 20% DAMAGE - EXPERT) (6 HITS .* 36% DAMAGE - EXPERT) 
" " " ns 


1 M 3 a £ 2s i 
1) Jump in with a super 2) As soon as you land . 1) Jump in with a super 2) As you land hit Low Punch to snatch ‘em with the 
deep kick as you tap tap Toward and High deep kick as you tap Gotcha Grab. Keep tapping Low Punch for a total 
Away. Punch to shoot 1 Fireball Toward. of six hits! 

and juggle 'em. 


GROUND KOMBOS 


Triple Kicks 


(3 HITS - 19% DAMAGE - BEGINNER) 


ne 


1) High Kick. 


The Fatal Fury 


(7 HITS + 33: DAMAGE - INTERMEDIATE) 


eae i 
1) High Kick. 2) High Kick. 3) Down High igh Punch or 5) Block. 6) Low Punch. 7) Away-- High 
Punch. Block. Punch. 
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1) wi nemy jumps at you, do two 
standing High Punches as you charge 
the EM Kick button. 


before they land. The 
Ground Pound will con- 
nect before they get up! 


Punching Gotcha! The Sport 


(7 HITS + 34% DAMAGE - INTERMEDIATE) 


1) When the enemy jumps at you, do two — 2) Hit Low Punch to 

standing High Punches as you tap snag 'em with the 

Toward. Gotcha Grab, then 
keep hitting Low 
Punch to pound ‘em! 


Super Counter Fire Juggle 
(5 HITS - 39% DAMAGE - EXPERT) 


1) When the enemy | jumps at 
tap Toward, Toward. 


2) Release Low Kick just 


Punches as you 


1) When the enemy jumps at you, do two 2) Hit High Kick to go 

standing High Punches as you tap. into the Cyber Dash 

Toward. . Punch for three j jug- 
gle hits. 


Master Blaster Backbreaker 


(3HITS - 42% DAMEGE * €XPERT) 


1) When the enemy 2) Go after ‘em with | 3) Finish off this 
jumps at you, doa a jump kick as you crispy juggle combo 
standing High tap Block. with a Backbreaker 
Punch and hold for three crazy hits! 
Up-Toward to jump. 


— soo 


i 2) Quickly tap Away, Away and hit High Punch to shoot 
2 Fireballs. The Fireballs should juggle them while 
they're still in the air! 
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MORTAL KOMBOS 


(3HITS.- 32% DAMAGE - EXPERT). 


a ss». 


Ke} 


il 


1) When they're in the corner, ` 2) Immediately do another jump 3) Hit Block to do the 

jump from far away and doa kick as you tap Block. Backbreaker and finish this 
super deep kick that hits their stylish (and nearly impossible) 
ankles. combo! 


Dash Kick Kornbo 


(4 HITS + 32% DAMAGE * EXPER 


2) Quickly do a AS High 3) immediately hit High Kick to 4) Finish with a standing High 
go into the Cyber Dash Punch. Kick. This last hit only works if you 
Then start tapping High Kick. weren't pushed too far away when 


Toxen-Saving Korner Desteetion itomb you anepoo: 


(3 HITS - 5 DAMAGE E EXPERT) 


1) When they're in the corner, 
jump in with a deep kick. Punch as you tap Toward. 


2) High Kick. 3) Down + 4) High 5) Block. 6) Low Punch. 7) Away + 8) While they’ re 9) Hit Low 
High Punch or High flying quickly do Punch to do the 
Gotcha Grab, 


High Punch as and keep tap- 


you tap Toward. ping Low Punch 
for 13 hits total! 


1) In the cor- 
ner: High 
Kick. Punch. Block. Punch. a standing 


DAIBIKGIVIBOS; 


Air Punch Breaker Air Kick Breaker 
(2 HITS - 25% DAMAGE - INTERMEDIATE) (2 HITS - 31% DAMAGE - INTERMEDIATE) 


2) Hit Block to go into the 1) Meet the enemy in the air — 2) Hit Block to go into the 
with a jump kick as you tap Backbreaker for two air 
juggle hits. 


1) Meet the enemy in the air 
with a jump punch as you Backbreaker for two air 


tap Block. juggle hits. Block. 


A6 


OVERALL CPU STRATE 


The Cyber Dash Punch works well against every opponent; just wait ‘til they get close and Dash 
them to knock them back. Repeat this for an easy pattern. If they happen to duck your dash, 
duck immediately as your Dash ends and their Uppercut will usually miss. You will be able 
to hit them with an Uppercut instead! When the opponent gets close, use the Double Fireball 
to knock them back a bit. Do a cross up kick/Cyber Dash combo if you’re cornered. This will 
knock down the opponent and buy you some room. 


VERSUS EFL 


If she does the Scream, block it and retaliate with the Single Fireball. If she gets close, 
start the Double Fireball pattern. When she shoots a Fireball, hit her with a jump kick. 


If he does his Teleport, block it and nail 
him with the Cyber Dash Punch. If he 
tries the Hat Throw from a distance, do 
the Ground Pound to go under the Hat 
and hit him at the same time. Use the 
Cyber Dash pattern to beat him easily. 


If he tries his Arrow, block it and do a 
Cyber Dash Punch to knock him back. 
Let him get close and do one of the 
patterns to beat him. 


ws. Liu Kang 


4, 


If he throws any fireballs, just block 

them and wait for him to get close, 

then use the Cyber Dash pattern to 

beat him. If you block his Flying Kick or 

his Bike Kick, use the Gotcha Grab to 
while he’s stuck. 


If she tries to Teleport Stomp you, jump 
back and kick her. Then do an 
Earthquake as you land. Try to let her 
get close so you can do the Double 
Fireball pattern. 


If Kano tries his Ball, block it and catch 
hi the Gotcha Grab. If he does 


him to come closer. Then implement the 
Fireball pattern. 


Jump back and kick on the way up to catch 
Motaro when he lunges at you. Once your 
jump kick connects, run in while he’s down 
and start your ground combo as he gets up. 
Use Dash Punches when he jumps if you are 
too far to hit him with a jump kick. 


If he does the Triple Flaming Skulls from a 
distance, use the Ground Pound to hit him. If 
Shang jumps, either do the Cyber Dash 
Punch to hit him out of the air, or jump up 
and do the Backbreaker to ground him. Use 
the Cyber Dash pattern to finish him. 


$ 7 NE 

If you try to do Fireballs, Jax will attack 
with the Cyber Dash Punch. Instead, try 
to use the Cyber Dash pattern as much 
as possible and don’t let up. 


and block in low defense until he does 
the Vertical Shadow Ram and Uppercut him 
as he falls. If he misses with the Hammer 
while you're low, do an Uppercut to hit b 
If he taunts, pound him with a Cyber Dash 
Punch. When possible, snatch Kahn with your 
Gotcha Grab, it (surprisingly) works well. 
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SPECIAL MOVES 


STORY 
“Kano is thought to have 
been killed in the first 


tournament. Instead, he’s 
found alive in the 
Outworld where he once 
again escapes capture by 
Sonya. Before the actual 
Outworld invasion, Kano 
convinces Shao Kahn to 
spare his soul. Kahn 
needs someone to teach 
his warriors how to ase 
Earth’s weapons. Kano is 
the man to do it.” 
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KNIFE THROW 
The motion's different, EE f 
but this klassic move 
will bring back fond 
memories of MK I. (Or 
does it?) Due to its 
high flight path, this 
move is a good way to 
XN v knock down enemies 

á either as they are just 
starting to jump or 
as they are flying in 


ion own, Away, 
High Punch. 
» OX €HP As 


KNIFE UPPERCUT ""* — A 4 


A great addition to 
Kano's arsenal, this 
move gains domi- 
nance over almost | 
all opposing ground | 
attacks. Do this 
unexpectedly from a 
few feet away and 
the enemy will be 
bleedin’. — 

* 


Metien Pew? foward, 
High Punch. 
4 > HP 


Not much to look at, 
the Choke Hold is basi- 
cally a motion-activat- 
ed throw that has a lit- 
tle more range than a 
normal throw. This 
shouldn't be a major 
part of your strategies, 
but keep it in mind if 
the enemy is a few 
steps away and trying 
to pin you down. 


Motion Down, Toward, 
Low Punch. 
y 2 LP 


AIR THROW 


Another spectacular 
new move, the Air 
Throw just adds that 
much more strength 
to Kano's range of 
weapons. Keep the 
enemy down on the 
ground with the Knife 
Uppercut and Ball, 
and use this to gain 
air dominance. 


Jump, then hit B 
when close in the air. 
JUMP, BL IN AIR 


Still Kano's overall best 
move, the Ball is THE 
cheapest move in MK 
3. It takes very little 
skill to hold down Low 
Kick, and whenever the 
enemy tries to sweep 
or jump kick, block 
their attack and then 
release Low Kick. Who 
says you need skill to 
be able to counter? 


Charge Low Kick four 
seconds, release. 
CHARGE LK 4 SEC., REL. 


BASIC MOVES 


Uppercut 


Sweep Roundhouse Kick 


s. e 
Away Low Kick. 
€«LK 


Away -tHigh Kick. 
€4HK 


Down--High Punch. 
V HP 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


Hold Run, [Tap Down, 
Down, Down, Down], (Distance: Very Close) 


release Run. (Distance: HOLD HP [BL BL BL] REL. HP 
Full Screen) 5 


HOLD RN [4 V $ V] REL. RN 
Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


3S1: SPINAL TAP 


DISTANCE: 
Very Close HOLD LP [> 4 4 >] REL. LP 


#2: RED EVE BEA 


DISTANCE: 
Maximum Sweep Range 


i T e Lp QN UM p WE ku i ioc 
Tap Up, Up, Away, Tap Low Kick, Low Kick, Run, Run, High Kick. 
Low Kick. Down, Down, Low Kick. LK LK RN RN HK 
TT€LK 22VVLK 


Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 
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OVERALL STRATEG 


Kano makes a return with a new arsenal combined with old school. This new Kano 
is, in my opinion, one of the most well-rounded characters. He can be played offen- 
sively with his power combos, or cheap/defensively with easy Ball counters. 


RUN IN STRATEGIES — 
Run, Stop, Knife Run Counter 


: t= | <i -: "ux mr 
Run at the enemy, stop short, and do the Knife If a player runs in at you, do the Knife Uppe 
Uppercut. The average player will try to hit to hit them from abnormal distances. This will 
you, but the Knife Uppercut will dominate over catch them by surprise, because the average 
almost anything. player expects a sweep. 


ESCAPE TACTICS 


nnacva 


Do the Ball to travel underneath a Caution: Timing is important because you 


When in close battle do the Choke Hold to gain 
player who jumps at you. can sometimes get kicked out of the Ball. 


some distance from your opponent. 


CHEAPS) 


Block and Choke Knife Ball Chezps 


; - Be tot bk m B 
Block any in-close move, then Sweep the enemy, then do the Knife Uppercut as Throw Knives at your enemy from a 
grab them with the Choke Hold. they are getting up. They will be forced to block! If distance, and if they jump over the 
the Knife Uppercut misses, throw 'em. knives, hit them with your Ball. 


ZMEHOY OAM EHS 


TA ME 


Run in at your enemy, and just as they try to you, do the Repeatedly do Knife Throw them in a corner, then Throw 
Ball. They won't expect it! Uppercuts to chop Knives at them. This is a great way to 
down their energy. drain their energy. 
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ginem x: 
If a player jumps at you, do your Knife Uppercut to take Also try doing the Knife Throw to take the enemy out of 


them out of the air from a distance. 


When an opponent throws a projectile, Whenever an opponent tries to sweep 

block it, then do the Ball before they you close, block it and then immediate- 

can recover. ly do the Ball. This will hit them every 
time! 


When Kabal tries the Tazmanian Spin, block it and then do 
your best ground combo. 


olf -- Roll 


Block Nightwolf’s Hatchet Uppercut and then do your Roll i 
or Knife Uppercut. 


Be DER 2 
Another good use for this tactic is when 
an enemy does a jump kick, block it 
and then immediately do the Ball. This 
is an easy cheap 


' 1) High Kick. - en —. 2) High Kick. 


Z The Fatal Fury 
i 6 HITS - AGE 


1) High Punch. 2) High Punch. 3) High Kick. 4) Low Kick. 


Air Blast and Ball Kombo 


(6 HITS - 37%DAMAGE - INTERMEDIATE) 


1) High Punch (while i b 3) Down--Low Punch. 4) Down+ 5) They’ ll be knocked 6) Land and reledse Low 
Punch. into the air. Do a Kick to do the Ball 


charging Low Kick). 
jump kick while still while they're still in the 
charging Low Kick. air. This'll make them 
want to kill themself! 


Super Kombo & Air Throw 


(6 HITS - 37: DAMAGE - INTERMEDIATE) 


2) High | Punch. 3) Down Low Punch. 4) Down High 5) They'll be knocked 6) Hit Block to do 
Punch. into the air. Do a Air Throw for a six-hit 


jump kick and start wonder combo! 
tapping Block. 


1) High Punch. 


Kiek Ball Kombo 


(2 HITS - 30% DAMAGE - BEGINNER) 


2) Release Low Kick to nail ‘em 


1) Jump in/cross up with a 
with a Ball for two easy hits. 


deep kick while you are 
charging Low Kick. 


Knife Upper Attack 
(2 HITS - 23% DAMAGE n INTERMEDIATE) 
enis 


1) Jump in/cross up with a 
deep kick as you start. a to do the Knife Uppercut for a 


quarter-circle Toward motion. — two-hitter. 


Puneh and Kut Kombo 
(2 HITS - 22% DAMAGE - INTERMEDIATE) 


m 
3 LA 


1) When the enemy jumps in, — 2) Quickly hit High Punch to 
do a standing High Punch as jack ‘em with the Knife 

you start a quarter-circle Uppercut. 

Toward motion. 


Double Puneh Ball 
B HITS + 27 DAMAGE - INTERMEDIATE) 


2) Release Low Kick 


1) When the enemy jumps in, hit them 
to go into the Ball 


with two standing High Punches 


while you charge Low Kick. 
attack special. 


for a three-hit combo 


DAMAGE - INTERMEDIATE) 


1) Jump in/cross ùp with a 2) As you land hit Low Punch to 
deep kick as you start a grab ‘em with a Choke Hold 
quarter-circle Toward motion. for two hits! 


Kiek/Knife Throw Kombo 


(2 HITS - 2i: DAMAGE - INTERMEDIATE) 


Ph ei 
2) As you land hit High Punch 
to do the Knife Throw from a 
standing position. 


1) Jump in/cross up with a 
deep kick as you start a 
quarter-circle Away motion. 


» Neck Choker 
HITS - 25 DAMAGE C INTERMEDIATE) - 


TEET 


Wi Uc aie E 
1) When the enemy jumps in, — 2) Quickly hit Low Punch to 
do a standing High Punch as grab ‘em with the Choke Hold. 
you start a quarter-circle 
Toward motion. 


ef 


A 
1) When the enemy 2) Follow with an 
jumps in, do a stand- immediate jump Kano's Air Throw for 
ing High Punch as kick as you tap a three-hit master 
you hold Up-Toward Block. blaster juggle! 

for a jump. 


3) Hit Block to do 


Low Kicl f 
three-hit tagle: i 


2) Do a standing High 3) Quickly hit High IB Whe y --..2) Do a standing High 3) Quickly hit Low | 
le ~ Punch to do the | Es pin Punch to juggle ‘em Punch to do the. 2 
as you start a quarter- Choke Hold before 


as you start a quarter- Knife Uppercut for -with a deep ki 
i P ‘circle Toward motion. they land. 


circle Tayardi moti three sharp hits! 


e Comte Nara : AIRIKOMBOS; 
Kiek/Throw Keornbo — ni — PuncifThrovr Kombo 
(e HITS + 25% DAMAGE - BEGINNER) ` (2 HITS - 20% DAMAGE - BEGINNER) 


2) Hit Block to do the Air 1) Meet them in the air with a 2) Hit Block to do the Air 
close jump punch as you tap Throw for two air juggle hits. 
Block. 


1) Meet them in the air with 
a close jump kick as you Throw for two air juggle hits. 


tap Block. 


(BHITS - 38% DAMAGE - 


1) High Punch 2) High Punch. 3) Down+Low 4) Down--High 5) Run in and do two standing 6) Run after 'em 7) Now release 
(while charging Punch. Punch. High Punches. and do one Low Kick to do 
Low Kick). more standing ne Ball wile 
i ey're still get- 
High Punch: — jugaled This 
is tre stylish! 
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OVERALL CPU STRATEGY 


Keep the Ball charged and release it when close to the opponent. The computer will 
always get hit by this; repeat for a cheap pattern. If an opponent jumps in, block their 
attack and do the Ball to hit them before they land. If they jump in and don’t attack, do 
the Ball anyway to hit them before they land. Use the Knife Uppercut when an opponent 


VERSUS CPU 


walks close; they will never block this, and it can be repeated. 


vs. Shang Teung 


When Tsung throws his Flaming Skulls, 
recovers. Then go into a Ball pattern. 


— WINS: 00 
ae 


If Sonya does a Fireball, block it and 
do the Ball to hit her while she is stuck. 
If she gets close, do the Knife Uppercut 
pattern to take off all her energy. 


If she tries to Scream, throw a Knife to 
hit her in the head. Then do the Ball 
while close to her and repeat. 


Block his Teleport and do a Knife 
Uppercut, then follow with a Ball as he 
recovers... he won't block the Ball. If he 
shoots a Missile, block it and Ball him. 


If he tries to Freeze you, pop him with 
a jump kick and start the Knife 
Uppercut pattern. This should eventual- 
ly bring him into the corner, where you 
can do the Knife Uppercut over and 
over ‘til you win. 


When Stryker throws a Grenade, duck 
it and do the Ball to hit him while he's 
stuck. If he tries th iot Klub Throw, 
block it and do a Knife Uppercut. 


PUSH START 100 
HEN , 


Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once that jump kick connects, run in while 
he's down and start your ground combo 
as he gets up. Do the Ball if he lunges 
and yov're not ready to jump kick. 


Wsog 51 . WINS: 00. 


If he shoots his Net, nail him with a 
jump kick while he's stuck. Then do a 
Ball that connects just as he gets up; he 
won't block this and will get knocked 
down again. 


If he tries his Ball, block it and hit him 
with your Ball before he lands. If he 
does a Knife Throw, duck it and release 
your Ball to pound him. Use the Knife 
Uppercut pattern to finish him. 


and block low until he does the 
Vertical Shoulder Ram, then uppercut him 
as he falls. If he misses with the Hammer 
while you're, low do an Uppercut to hit 
him. If he taunts you, do the Ball to knock 
him off his feet. Stay low and Ball when 
he looks open. 
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NG 


X. 


LIG Ke 


STORY 
"Gfter the Outworld 
invasion, Lia Kang 


finds himself the prime 
target of Kahn's exter- 
mination squads. He is 
the Shaolin champion 
and has thwarted 
Kahn's schemes in the 
past. Of all the 
humans, Kang poses 
the greatest threat to 
Shao Kahn's rale." 


ow FIREBA 


hia iv’ s Te like 
MK II, You should _ 
try this against low. 
enemies, such as. - 
when you anticipate 
the opponent will 
try to sweep. Also — 
do it under high 
fireballs. ; 


FLYING 


What can you say 
about a move that has 
been the same for 
three games straight? 
It’s classic, it works, 
you know the story. 
Use it against far 
away enemies, or for 
an escape when close 
to the opponent. 


EBALL 


HIGH FIR 
The klassic: Fireball 
is basically un- i 
changed. Do this _ 
move to contain the | 
enemy and knock 
them down from + 
Jhe air. r 


Tap Toward, Toward, 
High Punch. 


Tap Toward, Toward, 


Low Punch. 
> LP 


IC M 
" KI wm 


Tap Toward, Toward, 


High Kick. 
>> HK 


DED 
 FIREBAL L 


AIR 


Kags Mot i 
oh “has been changed, 
and he now does it 
. with one arm. Due to 
the placement of the 
fireball and the ani- - 
mation, it is harder to | 
use the Air Fireball in 
air combos; the 
enemy must always 
be above you. 


_ Jump, then Tap Toward, 
Toward, High Punch. 
JUMP THEN > > HP 


Pe i ee = 
BIKE 
Add this to the list of moves 
that were “toned down” 
since MK II. Although the 
execution is the same as 
always, the damage has 
been decreased from more 
than an Uppercut to slightly 
less than a Flying Kick... 
since it restricts your sweep- 
ing ability, there's almost no - 
feidh ever to use Charge Low Kick four 
this move anymore, unless seconds, release. 
you’re going for style points. CHARGE LK 4 SEC., REL. 


BASIC 


MOVES 
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Get close, hold Toward, 
hit Low Punch. 
>+LP 


Yosercut 


Down+High Punch. 
YHP 


Away t High Kick. 
€+HK 


Away t Low Kick. 
€+LK 


Hold Rung Oa Hold Block, [Tap Down, Down, Up.] 
own, Down, Down], 
release Run. (Distance: (Distance: A Step Away) 
Full Screen) HOLD BL [4 4 t] 
HOLD RN [4 V $ V] REL. RN 


Note: Mercies can en be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


mag 


Tu 


:WNVISO TOASTY 


DISTANCE: ; Tap Toward, Toward, Down, Down, Low Kick. 
Anywhere 2244 LK 


DISTANCE: Hold Block, [Tap Up, Down, Up, Up], release Block, tap Block+Run. 
Anywhere HOLD BL [T ¥ T T] REL. BL BL+RN 
P 


E ee ID: S. 


SHADOW PUPPE! 2 


FATALITY 
SUBWAY 


Tap Run, Block, Block, Tap Down, Down, Tap Run, Run, Run, Down+Run. 


Low Kick. Down, High Kick. RN RN RN D+RN 
RN BL BL LK V 4 4 HK 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
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PP CGTEATPGIS OVERALL STRATEGY 
EXE ERA S IRAT EGES Liu Kang has returned and not much has changed. Fireballs have been slowed down and his 


Bike Kick’s damage has been toned WAY down. The only major improvements are his three-hit 
jump in/cross up combos and his ground combos. Kang is still a very well-rounded character. 


f = PUN IN STRATEGIES: 
Runnin 2 KONDO NU Fc exDuits; 


When possible, run in and do Kang's Fatal When the enemy is playing the waiting game, 

Fury ground combo. T! one of the few use the Run button to fake them out. Run in to 

combos that does not push you back before the point where they think they can sweep, but 
you finish it. It is a great way to force the stop short and wait for an opening. Then do a 

enemy to make a move or fight. combo or Low Fireball. 


: SERS ieee ESCAPE TACTICS 


g 
Z 
c 
Y 
E 
E 


Use Kang's Bike Kick to go under an If an enemy throws a projectile while you are When things heat up in close battle, 


enemy when they jump at you. jumping backward, throw an Air Fireball. If use Kang's Flying Kick to make a quick 
timed right, you will be suspended in the air escape. 
so their Fireball goes under you and misses. 


Liu Kang's Roundhouse Kick is the best in the game, it can When a robot, Kung Lao, or Sub-Zero jumps at you, always 
knock ANY jumper out of the air. Use it often! try to hit them with a standing High Punch. Follow with a 


Use the speed of Kang's Uppercut to catch an enemy jump- When you block a move such as a Fireball, do Kang's flying 
ing at you. The timing is still pretty flexible. kick to catch them before they can put their guard up. This 
is a surprise move, but not a guaranteed hit. 


une HEAD-TO-HEAD 


When fighting Sheeva, run forward as EX does the Teleport stomp! She will land hard and miss...get close and do your Fatal 
Fury ground combo! 


vs. Kabal — Taz Spin Counter ws. Sindel — the Scream 


When you block Sindel's Scream from a distance, immed [^ 
ately throw a Fireball at her. You must be fast to catch her 
while she's still screaming! 


If you block Kabal's Tazmanian Spin, immediately go into 
your Fatal Fury ground combo. 


When you sweep the enemy, go in and try for a throw. Try to run in and throw the enemy. This is very effective 


when the player does not expect it...and it's cheap! 


| PSYCH OUTS: PAI ERM) ZMzEnROY UnMMEHS 
Piresll espOuis 


Jump in at your enemy and do a very early Use your Fireballs to keep your ene- You can use your ducking Low Punch 
kick, which will disappear before it makes con- | mies away from you. Try mixing up Low, | and Low Kick to nibble away at the 
tact. When you land instantly throw a Low High, and Air Fireballs. enemy's energy and keep them away. 


Fireball to catch them off guard. 
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The High Kiek Kombo 
G HITS - 28% DAMAGE : INTERMEDIATE) 


LIA KANG 


GROUND KOMBOS 


Four Quick Kicks 
(4 HITS + 25% DAMAGE + BEGINNER) 


à fi 


z 


1) Low Kick. 2) Low Kick. 3) 


AU 


High Kick. 4) Low Kick. 


1) High Punch. 2) Low Kick. 3) Low Kick. 4) High Kick. 5) Low Kick. 


The Fatal Fury 
(7 HITS + 


à d 
1) High Punch. 2) High Punch. 


36% DAMAGE - INTERMEDIATE) 


3) Block. 4) Low Kick. 5) Low Kick. 6) High Kick. 7) Low Kick. 


AIR KOMBOS 


Air Fire Kiek 


(2 HITS - 28% DAMAGE - 


1) Meet them in the air with a 
close jump kick as you tap 
Toward. 


2) Hit High Punch to do the Air 
Fireball for a double-hit 


Air Fire Puneh 


(2 HITS - 22% DAMAGE - INTERMEDIATE) 


vag 
1) Meet them in the air with a 
jump punch as you tap 


i, 


2) Hit High Punch to do the Air 
Fireball for a double-hit 


eda 


juggle. Toward. juggle. 
Note: This combo is harder to time than it was in MK II. You must Note: This combo is harder to time than it was in MK II. You must 
be certain they are above you when you do it! be certain they are above you when you do it! 


JUIVIPJI/GHOSS UP KOGIVIBUS; 


Flying Fireball Kormnbo 
(P HITS. - 22% DAMAGE -- BEGINNER) 


Double Fly Factor 
(2 HITS + 22% DAMAGE - BEGINNER) 


1) Jump in/cross up with a 2) Complete the Flying Kick 


1) Jump in/cross up with a 


2) Immediately finish the Air 
deep kick as you start tapping motion by hitting High Kick just deep kick as you start tapping Fireball motion by hitting High 
Toward for the Flying Kick. ds you land. Toward for the Air Fireball. Punch while you're still in the air. 


Standing Fireball Kornbo 
(2 HITS - 22% DAMAGE - INTERMEDIATE) 


1) Jump in/cross up with a 2) When you land immediately hit 


deep kick as you start tapping High Punch to do the High 


Toward for the High Fireball. Fireball from a standing position. 


Two-Wheeled Bicycle 
(2 HITS - 2% DAMAGE - EXPERT) 


1) Jump in with a deep 2) Immediately go into 
kick as you charge your the Bike Kick when you 


Crouching Fireball Kornbo 
(2 HITS - 22% DAMAGE - INTERMEDIATE) 


1) Jump in/cross up with a 2) When you land immediately hit 
deep kick as you start tapping. Low Punch to do the Low Fireball 
Toward for the Low Fireball. and juggle them for two hits. 


Flying Fire Kick 


1) Jump in/cross up with 2) Complete the Air 
a deep kick as you start motion by hitting High Punch. Flying Kick to juggle 


Bike Kick. land. tapping Toward for the Then quickly tap Toward for them before they land for 
Air Fireball. the Flying Kick. three hits total. 
: DEFENSIVE KOMBOS, 


Double Punch Fireball 


(BHITS - 26% DAMAGE - INTERMEDIATE) 


ES L3 z 


1) When the enemy jumps in, hit them with 
two standing High Punches as you tap 
Toward for a High Fireball. 


E aL] E 


2) Immediately hit 
High Punch to go into standing High Punches as you tap Kick to juggle them 
the High Fireball. Toward for the Flying Kick. with a Flying Kick 
(This also works with a 
Low Fireball, but it 

does 2% less damage.) 


Defensive 


(3 HITS - 27% DAMAGE - 


1) When the enemy jumps at you, do two 2) Quickly hit High 


before they hit the 
ground. 
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RTAL P 


| iD fric. 
MORTAL NOMDUS 


KROBNER KOMVIBUS) 


Big Uppercut Juggle rest 
(B HITS we 33%, DAMAGE + INTERMEDIATE) 


1) When they're in the corner, ` 2) While still in the air immedi- |. 3) Land and Uppercut ‘em 
jump in with a deep kick as ately hit High Punch to do the ~ while they're still in the air. 
you tap Toward. Air Fireball. Power... they're in pain! 


Mies and Bike Blast 
(3 HITS - 24% DAMAGE + EXPERT) 


be | 


Lid ral 


3 — 3 A = = 
1) When they're in the corner, jump in 2) Do a standing High Punch to juggle ‘em. 3) Now release Low Kick to do the Bike Kick 
with a deep High Kick while you're for a three-hit juggle. 

charging Low Kick. 


Fire "Ern, Fly "Enn 
(4 5 - 3 


ble d 2 y 


1) When they're in the corner, 2) While still in the air immediate- 3) Land and do a standing High 4) Immediately hit High Kick to do 
jump in with a deep kick as ly hit High Punch to do the Air Punch as you tap Toward. the Flying Kick for a four-hit style 
you tap Toward. Fireball. combo! 


Krazy Kieks Kombo 
(4 HITS - 37% DAMAGE - EXPERT) 


1) When they're in the corner, 2) While still in the air immediate- 3) Land and do a quick 4) Immediately finish with a stand- 
jump in with a deep kick as you ly hit High Punch to do the Air Roundhouse Kick. ing High Kick juggle. Yes this is 


tap Toward. Fireball. hard, but it's awesome! 
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VERGUS CPU 


` 5 
Use your fireballs if you block Sindel's 
Scream. If she shoots a fireball, use 
your Low Fireball to go under it and hit 
her. The Flying Kick pattern works well 


$ 


1 
Avoid shooting fireballs at Nightwolf. 
Instead, use lots of cross-up kicks fol- 
lowed by Low Fireballs to wear him 
down. Use Flying Kick patterns when 
possible. 


Kano likes to do Ball when you jump 
away from him, so it's best to use the Bike 
k pattern on him. If he randomly does 
is Ball attack and you block it, try to 
catch him with a combo that ends with the 
Bicycle Kick so you can start the Bike Kick 
patterns. 


OVERALL CPU STRATEGY 


Use Flying Kicks after jumping away from the opponent. 


Another cheap pattern is to charge the Bike Kick and release 
it when the computer gets close; they won't block, so you can 


repeat this over and over. 


You are equally matched against Kung Lao, 
so you want to mimic the enemy. If the com- 
puter jumps at you, punch him. if he tries 
the Spear Kick and you block it, do a High 
Punch/Bike Kick combo, then jump back and 
start the Bicycle Kick pattern. 


5 i 
Stryker randomly does the Riot Klub Throw, 
which might catch you off guard. Be ready 
to block it. If you manage to block the Klub 
Throw, do a Flying Kick to catch him before 
he lands. Shoot a Low Fireball if you see 
him toss either a High or Low Grenade. 


> 
Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Also, once your jump kick connects, run 
in while he’s down and start your 
ground combo as he gets up. 


She is a large target, so use your fireballs 

for an easy hit. Also, since she is so large, 

your early jump kicks should connect fairly 

consistently. If Sheeva gets too close, use a 

Low Fireball to push her back. If she runs 
, do a standing Low Kick to stop her. 


rat - z ES 

Kabal likes to rush you and force you to 
jump back, which exposes you to getting 
caught in the air by his Tazmanian Spin. You 
need to stay on the ground to beat him. The 
best way to do this is by using the Bike Kick 
pattern on him. If he does happen to jump, 
Roundhouse him out of the air. 


^ 5 E À w 
Sit and block low until you see Shao Khan do the 
Vertical Shadow Ram, then Uppercut him as he falls. 
If he shoots a fireball, go underneath it with your 
Low Fireball. If you can't do the Low Fireball quick 
enough, don’t worry, it’s better to block all his 
attacks for moderate damage than to take major 
damage from one direct hit. If Kahn taunts you, do 
a Flying Kick or a Bike Kick to knock him down. 


DND)> DIT 


(=. 


- 


- 


SVECIAL MOVES 


"SS 


ONY 


STORY i 
“Sonya disappeared 
after the first tourna- 
ment but was later res- 
cued from the Outworld 
by Jax. After returning 
to Earth she and Jax try 
to warn the U.S. gov- 
ernment of the looming 
Outworld menace. 
Lacking proof, they 
watch helplessly as 
Shao Kahn begins his 
invasion.” 


` Sonya's Leg Grab returns 
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rye 
ris 


RING Fi 
Sonya’s classic Ring 
Fireball is back from 
MK I. This is a good, 
standard projectile 
and can match up to 
most other fireballs. 


ALE 


Motion, Down, Toward, 
Low Punch. 
y 3» LP 


and it's both easy to do 
and very effective. You 
can grab enemies if they 
try to attack at close 
range, or you can grab 
them out of the range. 
Unfortunately, in yet 
another example of 
“watering down," you 
can no longer do a Ring 


n Down+Low 
Fireball after the Leg 
Grab for a combo... Punch+Block. 
too bad. V+LP+BL 
= r)- 
VERI T TG AL 


This move acts as a 
Street Fighter-style 
Dragon Punch, feet first. 
Sonya can counter virtu- 
ally ANY jump-in attack 
with this awesome and 
devastating move. 
Although her voice is 
basically gibberish when 
she does this move, my 
personal interpretation 
is “Alluken!” 


Tap Away, Away, 
Down, High Kick. 
€ € 4 HK 


5; UU 


Another great classic 
move, the Square 
Wave Flight is pure 
defense. When you 
are certain the enemy 
will try to jump at 
you, do this fairly 
early (while they're 
still in the air) to 
knock ‘em down and 
get the hit. 


à BASICIVOVES] 


Threw Sweep Roundhouse Kick 


Tap Toward, Away, 
High Punch. 
2 € HP 


Away t High Kick. 
€+HK 


Away+ Low Kick. 
€+LK 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


Down+High Punch. 
v+HP 


LE r) 


E 


Hold Low Punch, [Tap Away, Toward, Down, Toward], 
Down, Down, Down], release Low Punch. 
release Run. (Distance: (Distance: Very Close) 


Full Screen) 
HOLD RN [V 4 V V] REL. RN HOLD LP [€ 2 M >] REL. LP 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 
di T | 
Jat i t 
CREE di 
LARENKS: TUO 


Hold Run, [Tap Down, 


PS 


DISTANCE: Tap Away, Toward, Down, Down, Run. 
Anywhere € 9 V V RN 


ETE T Í 
ey 
ER: PURPLE CLOUD- RWI 


"DISTANCE: Hold Block--Run, [Tap Up, Up, Away, Down], release Block--Run. 
Full Screen HOLD BL+RN [T ^ € J] REL. BL+RN 


c "m ash. caa ea 
AN EE D u 


MONKEY TRICKS 


WIRD 


FATALITY 
PANE TUTE /SUREU ES 


Tap Toward, Toward, Tap Down, Down, Tap Away, Toward, Away, Down+Run. 
Down, High Punch. Toward, Low Kick. e> € V «RN 
>> 4 HP V4 LK 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
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EXPERT STRATEGIES 


à 


Run at your enemy, stop short, and try to catch them with a Leg Grab or a Fireball. 


OVERALL STRATEGY 


Sonya is based on speed and air moves. She is not the most powerful or greatest 
ground fighter, but with her aerial attacks she is a good character. Her Vertical 
Bike Kick is the perfect counter against anyone who jumps! 


RUN IN STRATEGIES, 


Caution: If you are blocked you are open 
for a combo or an uppercut. 


ESCAPE TACTICS 


When the battle is too much to take, 
use Sonya’s Square Wave to make an 
escape. 


WINS: 00 «s.d 
pcc ES. aaa 


E or 
Jump in with a kick. If you hit with the kick 


immediately do a Square Wave (which will 
miss) for a two-hit escape combo. 


To make a quick get away, Run at your 
enemy and when yov're in front of 
them do the Vertical Bike Kick. 


m À COUNTERS 


Sas ae 


Vertical Bike Counter 


When the enemy jumps 
Sonya's Vertical Bike Kick to catch them in 


the air and counter their attack. If you think 
they'll jump, it's almost always a good idea 


to start tapping Away so you can instantly 
go into the Bike Kick! 


Square Counter 


fs. 


Uppercut Counter 


Take a jumping player down with an 
Uppercut. Sonya’s Uppercut is not the 
best but it’s fairly effective. 


Do your Square Wave when an enemy 
jumps at you. This is also very effective! 


Block Kang’s Flyi 
Vertical Bike Kick. 


Do 
land behind him. Then try a throw or combo. it coming. 


HEADS 
CHEAPS: 


Sweep/Throw Cheap 


Sweep the enemy and then try to throw them before they Do your Leg Grab and then repeat it as they try to get up. 
can get up. This is very cheap and is hard for the average player to 


; WEE 
Do your Square Wave Flight to fake out the enemy. When 
enemy think they can run in and hit you. You will recover you land do your Leg Grab! 
before they're close enough. Surprise them with a combo or 
another move! 


' 1) Meet the enemy nfheairwiha ^ : 2) Just as you land g 
| jump punch. qM ESAT n . ‘em while they're still i 


GROUND KOMBOS 


3) Away+Hi 


* 22% DAMAGE - 


LÀ 


coe BESSEREN com c. a 
1) High Punch. 2) High Punch. 


The Fatal Fury 


(6 HITS + 3I; DAMAGE - INTERMEDIATE) 


M x a k : » * 
1) High Kick. 2) High Kick. 3) High Punch. 4) High Punch. 5) Low Punch. 6) Away t High 
Punch. 


Korner Power Grabber 
(3HITS + 35% DAMAGE - INTERMEDIATE) 
we à 


Panacic 


489 


[ES 


1) When they're in the corner, jump in 
witha deep kick. 


Krushin’ Triple Ringblast 


- EXPERT) 


(3 HITS + 24% DAMAGE 


1) When they’re in the corner, jump in 
with a deep kick. 


(3 HITS - 25% DAMAGE - EXPERT) 


1) When they’re in the corner, jump in 
with a deep kick. 


Jump and Grab 


(2 HITS - 28%DAMAGE - BEGINNER) 


1) Jump in/cross up 2) Immediately when 
with a deep kick as you land do the Leg 
you hold Down for Grab to catch ‘em in 
the Leg Grab. the air for two hits. 


| 1 
2) Do a standing High Punch to juggle 'em 


3) Delay just a split-second, then hit Block and 
Low Punch to do the Leg Grab for a mega- 
damaging triple juggle! 


: : - & | em 
2) Do a standing High Punch to juggle 
'em.and immediately hold Down, 


LANA 
| 
j 


2) Do a standing High Punch to juggle ‘em 
and begin a quarter-circle Toward motion. 


3). Now'hit Low Punehcto throw.th 
Rings for three stylish hits. 


3) Hit Down and High Kick to go into the Bike 


and immediately start tapping Away. Kick for a naughty three-hitter. 


Rings Double Hit 


(2 HITS - 21% DAMAGE - INTERMEDIATE) 


2) Just as you land tap 
Down and High Kick 
to go into the Vertical 
Bike Kick. This is very 
hard to master! 


Jump in/cross up 
with a super deep 
kick as you tap 
Away for the Bike 
Kick. 


2) Just as you land 
hit Low Punch to 
throw the Energy 
Rings. This will jug- 
gle them for two hits. 


1) Jump in/cross up 
with a deep kick as 
you start a quarter- 
circle Toward motion 
for the Energy Rings. 
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my jun ps at you, do 
ch as you start 


nouii n 


j : o vr 1 
1) When the enemy jumps at you, do two standing High Pi 
Down for the Leg Grab. 


Punch and Fly Kombo 


(3 HITS - 29: DAMAGE > INTERMEDIATE) 


1) When the enemy jumps at you, do two standing High Punches as you start 
tapping Toward. 


Punch 


(3 HITS - 24% DAMAGE - INTERMEDIATE) 


1) When the enemy jumps at you, do two standing High Punches as you start 
a quarter-circle Toward 
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-hits total. | 


- 2) Hit Block and Low Punch to go into the Leg 
. Grab and snag ‘em out of the air for three. E 


2) Now tap Away and High Punch to catch 
'em in with the Square Wave Flight. 


2) Now hit Low Punch to throw the Energy 
Rings for three juggle hits. 


OVERALL CPU STRATEGY 
A good pattern is to cross up the computer with a kick/Leg Grab combo. The 
jump kick usually connects; it should be easy to Leg Grab them out of the air 
before they land. Another useful pattern is to wait ‘til the opponent steps too 
close, then do the Vertical Bike Kick. This can be repeated over and over. 


VERSUS CFU 


Jump back and 


ick on the way up to catch Motaro when he lunges at you. Once your s 


jump kick connects, run in and start your ground combo as he's getting up. Use Bike Kicks 
if he gets too close. 


Do lots of close Bike s. It's harder 
to do the cross up pattern on her since 
she is so tall. Use the Square Wave to 
get behind her if she forces you into 
the corner. 


If he shoots the Arrow, jump kick 

and do the Leg Grab when he hits the 
ground. If he starts following you, do 
the Bike Kick pattern on him. 


» Kung Lao 


WEG L 
If the computer does the Hat Throw too 
close, block it, run in, and do your ground 
combo. If you see the computer foolishly 
start the Whirlwind Spin, do a Fireball to 
drain their energy. The computer rarely 
uses the Spear Kick so don’t worry about 
blocking all the time. 


If he does the Teleport and you block it, 
do the Leg Grab to catch him before he 
lands. Try to get the cross up pattern 
started on him; it works pretty well. 


SIS d i x 
Try walking toward him, and if he 
throws Grenades at you, do the Leg 
Grab under his Grenades. If he tries the 
Riot Klub Throw, block it and Bike Kick 
him. Then start the Bike Kick pattern. 


‘If he does his Freeze, hit him with a 


jump kick/Leg Grab combo. The Bike 
Kick pattern works well on him. 


If he is far away and does the Flaming 
Skulls, use the Square Wave to get over 
the skulls and use the Leg Grab to 
catch him as you land. This pattern can 
be repeated. 


Stay on the ground, because if you 

will Spin you. Play defensive, walking back- 
ward and blocking his fireballs as necessary. 
If he gets close, use the Bike Kick and start 
the BK pattern on him. If he does a close 
Plasma Blast and you block it, do a Leg Grab 
to catch him before he recovers. 


Sit and block low until he does the 
Vertical Shadow Ram, then Uppercut 
him as he falls. If he misses with the 
Hammer while you're low, do an 
Uppercut to hit him. If he taunts you, 
nail him with a jump kick. 


SFRIYKER 


STORY 
“When the Outworld 
portai opens over a 
large city in North 
America, panic and 
chaos rage out of con- 
trol. Kurtis Stryker was 


trol brigade when Shao 
Kahn began taking 
souls. He finds himself 
the lone survivor of a 
city once populated by 
millions.” 


j ated with the Riot Klub 


no 


rllarltouruzi 


Although he always 

, * keeps his gun holstered 

dis. during fights, Stryker's 
got another kop-like 
projectile: grenades. 
x This brings back the 
Johnny Cage feeling, 
because due to the arc, 
you want to use the 
High Grenade against 
far enemies... 


PRU Chrisie es 
...and the Low EM ji 
Grenade against mid- 13 
range enemies. Either 
Grenade is good 
against jumping 
opponents, just watch E 
the range to deter- f 
mine which Grenade 
to use. 


Motion’ Down, "Away, ‘Low 
Punch. 
Y € LP 


As a riot control offi- 
cer, Stryker must keep 
things under control 
with his club. This 
move is a very fast 
dashing throw attack 
which does abnormal 
damage. You are very 
vulnerable if they 


careful about using it. 


IL US TRIP 
A short-range attack, LB 

this isn't extremely pow- 
erful, but the risk if this 
move is blocked is far 
less than the risk associ- 


Throw. Do this move at 
mid-range when the 
enemy is open or if you 
anticipate they will 
make a move. 


Tap Toward, Away, 
Low Punch. 
32 €1P 


Jo 


Motion Down, Away, 
High Punch. 
Y €HP . 


RIOT iCLUS THO 


Jump, then hit Block 
block the move, so be When close in the air. 


JUMP, BL IN AIR 


BASIC MOVES 


the leader of a riot con- | Ii 
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Uppercut 


s 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


‘Down+High Punch. 
YHP 


Away+ Low Kick. 
€&+LK 


Away+High Kick. 
€+HK 


uy Ru e Tap Run, Run, Run, Block. 
own, Down, Down], 2 ° 
release Run. (Distance: (Distance: One Step Away) 


Full Screen) RN RN RN BL 
HOLD RN [V 4 4 4] REL. RN 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


tH 


z ia AE i 
DISTANCE: Tap Down, Toward, Down, Toward, Block. 
Very Close 4> 4 >BL 


ANU VEDANT 


STRYKER WINS 


DISTANCE: l Tap Toward, Toward, Toward, Low Kick. 
A Step Inside >>>1LK 
Full-Screen Range 


FATALITY he ee ON. 
Parr Tey ERTS wa | Gagan nia KROSS 
STRYKER WINS 


xa a] eh s] 


ea 
= 


ING GUARD 


Tap Low Punch, Run, Run, Low Punch. 


Hold Block, [Tap Toward, Tap Down, Toward, Toward, 


Up, Up, High Kick]. Away, High Punch. LP RN RN LP 
HOLD BL [> T fT HK] v>2>€HP 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn’s Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
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j| —— OVERALL STRATEGY 


i Hdi] Overall Stryker is the least-chosen character. He has few combos, but he’s a great corner 
trapper. His Grenades are very effective at keeping enemies away. His Riot Klub Throw 
and Klub Trip are great ways to catch an enemy off-guard. 


RUN IM STRA 
Grenade St 


EGIES. 
Running Kornsos 


Run in and do Stryker’s in-close ground Run at the enemy, stop, and throw your Low 
combos to force the enemy back. Grenade. This is a good way to get a surprise hi 


ESCAPE TACTICS 


When the enemy is jumping at you, do your Riot Klub Throw to go 
under them. There is no negative to this because if you do not go 
under them, you will connect with the move and throw them! 


In close battle, do the Klub 
Sweep to trip your enemy miss you're open for an 
and make a quick getaway. uppercut! 


Riot Projectile Counter Grenade the s pere 


Caution: Be careful, if you 


When the enemy throws projectiles, quickly 
jump over the projectiles, do a kick in the ai 
and then go into the Riot Klub Throw for a two- 
hit combo. 


Grenade Sarrage 


Get the player on the opposite side of the screen and 
proceed to throw a barrage of High and Low Grenades. 


When the enemy jumps at you, throw a 
High Grenade at them to take them out 
of the air. 


Sweep the enemy, 


This will trap the opponent and cause them to panic. 
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When the enemy jumps at you, you can knock 
them out of the air with the High Punch and 
then do the Riot Klub Throw before they hit the 
ground. This is an effective two-hitter. 


Sweep and Grenade 


quickly throw them, and then follow up with a Low 
Grenade to keep them away. 


PSYCH-OUTS: 


After throwing | g nades from a ance, try to fake them into jumping in when they think you'll throw another grenade. 
Surprise them with a standing High Kick instead! 


Close (lus 


If they're in the corner and you're at 2/3-screen distance, do the Klub Sweep. If they Caution: If you try the Klub Sweep from too close, 
block it you will be bounced back to safety with no chance for them to retaliate! they will be able to hit you with a projectile. 


HEAD-TO-HEAD 


L—-— Jaw - wem Eu 5 
him with a Low Grenade. Caution: You must be quick or yov'll be hit 
by the Ground Blade and trade hits. 


Dh 


vs. Lia Kang ~ Block & Kombo ws. Sheeua ~ Blut Teleport Aveiiawee 
| TEES. ee 


If an opposing Stryker throws either of 


Block Kang's Flying Kick then do your When Sheeva does her Teleport Stomp, 


his grenades, do your Klub Sweep on in-close ground combo. He won't be do the Riot Klub Throw move to avoid 
reaction. You'll go under the grenade! able to block if you're fast! being pummeled. 
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GROUND KOMBOS. 


Triple Kick 
(HITS - 19% DAMAGE - 


x 3 : z 
1) Low Kick. 2) Low Kick. 3) Away t High Kick. 


The Fatal Fury 
(A HITS - 23% DAMAGE - INTERMEDIATE) 


1) Low Kick. 2) Low Kick 3) Away--Low Punch. 4) Away+High Kick. 


Flying Flesh Chunks Kombo 
(5 HITS - 29: DAMAGE - INTERMEDIATE) 


1) Low Kick. 2) High Punch. 3) High Punch 4) Low Punch. 5) Now throw a High 
Grenade or Low 
Grenade to blast ‘em in 
the air for five hits total. 


Kurtis Kicks Back 
(5 HITS + 3: DAMAGE - INTERMEDIATE) 


1) Low Kick. 2) High Punch. 3) High Punch. 4) Low Punch. 5) Now quickly do a jump 
kick for a simple five-hit 


juggle. 
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GROUND KOMBOS. 
‘Klub Kombo | 


ex DAMAGE - EXPERT) - 


1) Jump in with a deep kick as 2) As you land, tap Away and Low 1) Jump in with a super deep 
kick as you tap Toward for the 


you tap Toward. Punch to do the Klub Sweep for 
Y Ay two hits. You must be fast! Riot Klub Throw. 


ic HITS + 22% DAMAGE - INTERMEDIATE) 


1) When they jump at 2) Quickly tap Away and 1) When they jump at you, do two standing 
you, do a standing High Low Punch to do the High Punches as you tap Toward. 
Punch juggle as you tap Klub Sweep and catch 

Toward. 'em as they're falling. 


Grenade Juggle Kombo 


(4 HITS - 32% DAMAGE - INTERMEDIATE) 


1) When they jump at you, do three standing High Punches as you start a quarter-circle Away 
motion 


Keep tapping Toward fora - 
it-second, then hit PLUR Kick 


) As you land hit High Kick to 
do the Riot Klub Throw for 
two juggle hits. © 


2) Hit High Kick to go into 
the Riot Klub Throw and 
catch ‘em in the air. Practice 
the timing on this one! 


2) Quickly hit High Punch to toss a 


High Grenade and juggle them 
for four hits total. 
TI 


KORWERIKOMBOS) 


Grenade Juygyle Jat 
(B HITS - 24% DAMAGE - EXPERT) 


" 1) When they're in the corner, — 2) Do a standing High Punch, 3) Now hit Low Punch to throw 
RT422VI 1712. jump in with a deep kick. to juggle ‘em and immediately - the Low Grenade while they're 
a) I ` fi =] x start a quarter-circle Away for still- in the air. 


the Low Grenade. 


Juggle Tripper 
(3 HITS + 26% DAMAGE - EXPERT) 


` -— 4 

14 : - c ONE NE - D» 

I 1) When they're in the corner, jump in 2) Do a standing High Punch to juggle 3) Now hit Away and Low Punch to do the 
y 

A| with a deep kick. 'em and immediately tap Toward to start Klub Sweep for three jugglin' hits. 

= the Klub Sweep. 

9 Power miot Korner Kombo 

ell 


(3HITS - 


% DAMAGE - EXPERT) 


SF 


= T = pr 

1) When they're in the corner, jump in 2) Do a standing High Punch as you start 3) Now hit High Kick to do the Riot Klub 

with a deep kick. tapping Toward. Throw for three nasty hits. Practice the timing, 
you don't want to miss! 


UNLIMITED RUN KOIVIBOS 
Running Juggle Kop 


(7 HITS + 48% DAMAGE - EXPERT) 


1) Low Kick. 2) High Punch. 3) High Punch. 4) Low Punch. 5) Run in and do two standing High 6) Keep tapping. 
Punches as you tap Toward for the Toward nra sp Sec 
i ond, then hit High Kick 
Roh Glue Throws to do the Riot Klub 
Throw and catch ‘em 
before they land 
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OVERALL CPU STRATEGY 


Use an early jump kick followed for the Riot Klub Throw for an easy combo that 
works well on the computer and can be repeated as a pattern. The computer 
won't block Klub Sweeps from a distance, so use those if you get a chance. Also, 
if the computer gets close, use Low Grenades to push the enemy back... They 

probably won't block. 


If he tries to throw Bombs, hit him in the head with a Grenade. Then go in for a jump 
kick/Riot Klub Throw combo. Try not to jump too much since he usually Nets jump kickers. 


Use close Low Grenades to wear him If Sektor does Missiles, jump kick him 
down, then do a cross-up kick/Riot and do the Riot Klub Throw. If he tries 
Klub Throw to reverse sides. Then, start to Teleport, block and do the Riot Klub 
the Grenade pattern again. If you Throw. From there go into the jump 
block a Hat Throw, do the Klub Sweep kick/Riot Klub Throw pattern. 

if you have the room to do it. 


Try to get him to follow you and do the 
Grenade pattern. If he hangs back, use 
the Klub Sweep to trip him, then start 

the jump kick/Riot Klub Throw pattern. 


Don't play around with Kabal too much 


Jump kick him in the face if he pulls Use Klub Sweeps if you see him throw 
out his bow and Arrow. Use the a Grenade at yov. If he does the Riot since he likes to use his Tazmanian 
Grenade pattern if you get tired of Klub Throw, block it and do one of your Spin to catch you as you try to attack. 
playing around with him. own. He doesn't use his Klub Sweep Just use the Grenade pattern to finish 
much, and he falls for the Grenade him off. 
pattern pretty easily. 


vs. Motaro 


s 4 a 
Jump back and kick on the way up to Sit and block low until he does the Vertical 
catch Motaro when he lunges at you. Shadow Ram, then Uppercut him as he falls. 


Once that jump kick connects, run in If he misses with the Hammer while you're 
! P s low, do an Uppercut to hit him. Use a Klub 


Sweep if he taunts you. If you hit him with an 
Uppercut, do a low grenade afterward for a 
probable extra hit. 


If Sub-Zero tries to Freeze you, jump at 
him and do the jump kick/Riot Klub 
Throw combo and repeat it. Be careful, 
if you try the Grenade pattern, he while he’s down and start your ground 
might Freeze you if you mess up. combo as he’s getting up. 
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STORY 
"The ninja returns aun- 
masked. He was betrayed 
by his own ninja clan - the 
Lin Kaei. He broke sacred 
codes of honor by leaving 
the clan and is marked for 
death. But unlike the 
ninja of old his pursuers 
come as machines. He 
must not only defend 
against the Outworld men- 
ace, but must also elude 
his soulless assassins.” 


M as a cheap jump-in 


YES! The classic stop- 
j dé per is back, and it’s 

f d the same as it ever 
was. The same haz- 
ards apply: don't do 
i this predictably or 

\ they'll jump kick you, f 
| ` but always try to trade e 
with projectiles. Stop : 
“em and do what you 
want with ‘em. 


n Down, Toward, 
Low Punch. 
4 LP 


j aer 

ICE 
A great new move, the 
Ice Clone is more of a 
strategy/head-game 
move that the pure 
offensive cheapness that 
was the Floor Freeze 
from MK II, Do this 
defensively when the 
enemy jumps at you, lay 
an Ice Clone to restrict 
their movement, or do it 


GLONE 


= Motion Down, Away, 
Low Punch. 
y € LP 


m 
a 


CLOSE ICE 
Sub’s three Ice 
Showers are very 
slow coming out, so 
always do it when 
you know the 
enemy isn’t expect- 
ing it. The Close 
Shower should be 
used if they’re 
going to jump on 


ae 
@ 
= 
m 
1 [^ 
gee 


attack if you’re an expert. 


Tap Down, Toward, - 
Away, High Punch. 


MID ICE SHOWER — 


Use the Mid Shower your head. V 2 €HP 
if you think the 1 
enemy will jump 
from full-screen 
distance, or if they 
are turtling. 

Motion Down, Toward, - a 

High Punch. FAR ICE SHOWER 
v > HP Use the Far Shower if DESEE. 


the enemy is turtling 
at full-screen dis- 
tance, or if they are 
trying to jump away 
from you at mid- 
screen distance. 


Tap Down, Away, 
Toward, High Punch. 
Y €HP 


SLIDE 
Another great old 
skool move, the 
Slide works as it 
always did. You can 
use it a bit early to 
go under most pro- 
jectiles, but if 
yov're late you'll be 
hit at the beginning 
of the animation. 


Hold Away+Low 
Punch+Block+Low Kick. 
€©+LP+BL+LK 


Throw 


Away+ High Kick. 
€+HK 


Away + Low Kick. 
€&+LK 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


Down +High Punch. 
V HP 


ey TEE M LIA » Rog A 


yt; T es Ne 


WINS: Q0. 
IR USDCSt. S A 


Bod Run; n. Hold Block, [Tap Toward, Up, Up.] 
own, Down, Down], : 
release Run. (Distance: (Distance: Very Close) 

Full Screen) HOLD BL [> f 1] 


HOLD RN [4 V $ V] REL. RN 
Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


Pt HIM! 


DISTANCE: Tap Block, Block, Run, Block, Run. 
Very Close BL BL RN BL RN 


OwaZ-aps 


DISTANCE: i Tap Away, Away, Down, Away, Run 
Maximum Sweep Range € € 4 € RN 


m Yn TNT OY aan. 
^W ENDS. P 
SNOW MAN 


FATALITY Galella tina. 
prvrowersueway | Eacan um 


$ SUB -ZERO WINS 


Tap Away, Down, Toward, Tap Down, Away, Tap Low Kick, Low Kick, Run, Run, Up. 


Toward, High Kick. Away, High Kick. LK LK RN RN U 
e >> HK v<eHK 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match, Friendships and Babalities can be done anywhere on the screen. 
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EXPERT STRATEGIES OVERALL STRATEG 7 
Last time we saw him, he had a mask and was an average character. Now, the mask is off and he’s one of 
(CG. the top characters. Given a new Ice Clone and three different types of air freezes, he has become well 
ge Il 3 rounded and better than he was in MK II. (Although he is still not as dominant as he was in MK I.) 


BUN IN STRATEGIES 


É 


X 
SGB-ZERO Run in and um Sub's m 


e distance. 


Jump at the enemy and do an Air Ice Clone. This is the best 
way to make an escape. They won't jump after you, but if 
they do, they'll get frozen! 


o 
Z 
w 
h 
ü 
J 
u 


When the enemy jumps at you, Freeze 'em in the air. Then hit them with a High Punch juggle and immediate re-Freeze them 
before they land. Then finish with an Uppercut or Roundhouse...this is annoying! 


PSYCH-OUTS 


ti ee & 

Alternate between doing your Ice Shower and ey figure 

Freeze moves to catch players off guard. If you out your patterns, E 

think they'll jump at you, do a Close Ice they'll get close and Do the Air Ice Clone as you jump at them to catch 

Shower. sweep you. them off-guard. Also try crossing them up with 
an Air Ice Clone, they might stumble into it. 
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When you think Kung “Lao i is going to do a Spear K k, If Stryker free to do his Riot Klub Throw, block it, “hesitate 
counter with an Ice Clone. for just a moment, and Freeze him low to the ground. 


When Cyrax throws his Net do your Freeze. You'll be caught by the Net, but you'll recover from it and be able to Uppercut Cyrax 
before the freeze wears off. 


CHEAPS, 


ice Clone Even If They Block? 


OwazZ-2aps 


If an enemy is blocking, jump in with a very early kick that retracts in the air, and do the Air Ice Clone on top of their head: 
This takes expert timing and placement, but if done correctly the Clone will freeze them even if they're blocking! 


COUNTERS) 
Slide into Fire _ 


High Kick Counter 


asa: 


Use Sub's High Kick to knock players Use your Slide to go under Fireballs and Do y your Ice Clone on the ground or in 
out of the air. hit the enemy. Be careful of the timing, if the air when the enemy jumps at you. 
you are too late you will be hit. This is a keen trick! 
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MORTAL KOMBOS 


GROUND KOMBOS 


FS 
4% + BEGINNER) 


4, SET ee m 
1) When you get an opening stop the enemy 2) Walk/run in and hit ‘em with an Uppercut. If 


e c 
with a Freeze. you're good, you could do a Fatal Fury combo 
SüB-ZERO instead! 
ne 


Shower Splatter Kombo 
(3 HITS - 23% DAMAGE : INTERMEDIATE) 


«m. 99: » 


Triple Kieks 
(3HITS - 19% DAMAGE - BEGINNER). 


m 
Sw v 


wy 


~ fe 
1) When you think 2) Jump at the frozen 3) As soon as you 
the enemy will jump body with a Kick as land go into the 
at you, do a Close you hold Away for Slide for a three-hit 
Ice Shower. (This the Slide. juggle attack! 

can be done any- 

where on the screen.) 


1) High Kick. 2) High Kick. -.3) Away+High Kick. 


The Fatal Fury 
(6 HITS + 30% DAMAGE - 


ve 


INTERMEDIATE) 


SadB-ZERO 


1) High Punch 2) High Punch. 3) Low Punch. 4) Low Kick. 5) High Kick. 6) Away+High Kick. 


AIR KOMBOS; 


Air Kione Action Punch and Slide Kombo 


(2 HITS - 24% DAMAGE - INTERMEDIATE) 
d od E 


(2 HITS - 17% DAMAGE - INTERMEDIATE) 


iE 


1) Jump at the enemy an 
them in the air with a Punch. a Slide for a two-hit juggle! 


1) Jump at the enemy and just 2) If they are frozen close to the 

before you make contact do the ground, do an Uppercut. You 

Air Ice Clone. can also try a jump punch/Slide 
combo. 
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The Slide Kiek 


(2 HITS : 19% DAMAGE : BEGINNER) 


2) As soon as you land hit 
Low Punch, Block, and. 
Low Kick to do the Slide 
for two easy hits. 


Super Jee Slider 


(4 HITS - 27% DAMAGE + EXPERT) __ 


1) Jump in with a deep 
kick as you hold Away 
for the Slide. 


1) Jump in with a super deep kick and 2) Just as you land complete the 


start a quarter-circle Toward motion for quarter-circle and hit Low Punch to 
Freeze ‘em while they're in the air. 


the Freeze just before you land. 


ione Juggle Vania Rompe 


(5 HITS - 


1) Jump in with a high early 2) Hit Low Punch to do the 
kick which hits 'em on the Air Ice Clone and freeze 
head as you start a quarter- ‘em in the air. This is hard 
circle Away motion. to time! 


daaiuey 
DEFEN 


Double Punch Slider 


- INTERMEDIATE) 


(HITS - 21% DAMAGE 


1) When the enemy jumps at you, do two 
standing High Punches as you hold 
Away. 


Block+Low 
Punch+Low Kick to 
Slide and juggle the 
enemy for three hits! 


quarter-circle Toward 
motion for the Freeze 
just before you land. 


3) Get close and do a 
standing High Punch as 
you start the quarter-circle 
Toward motion. 


2) Hold ‘Away and hit 


loe Kutter Kombo 


(3HITS - 


26% DAMAGE - EXPERT) 


3) Now rock ‘em with an 


2) Just as you land com 
Uppercut. 


plete the quarter-circle 
and hit Low Punch to 
Freeze 'em while they're. 
in the air. 


ES = EN E 
4) Just as you land hit Block, Low 


Punch, and Low Kick to pull the 
Slide for four hits total: 


3) Take a step back, then jump in 
with a deep kick as you hold 
Away to prepare the Slide. 


-— x NITET, : dia 
4) Hit Low Punch to Freeze 5) Finally, get close and fin- 
'em in the air. ish it all with an Uppercut! 


VE KOMBOS 


Punening Freeze Gut 
(3 HITS 


2) Throw the Freeze 3) Now walk up and 
at the opponent to Uppercut ‘em. 
stop ‘em in the air. Nasty...er...Frosty! 


1) When the enemy 
jumps at you, doa 
standing High Punch 
as you start a quarter- 
circle Toward motion. 


O?!A3AZ-£!Ds 


prts poe KORNER KOMBOS; 
Punching Slide Power 


(3HITS.- 22% DAMAGE - INTERMEDIATE) 


i 


4 AC. i we i 
: =. 1) When they're in the corner, ` 2) Do a standing High Punch to 3) Hold Away and hit Block+Low 


jump in with a deep kick. juggle ‘em while holding Away.- Punch+Low Kick to Slide and 
sa B-Z ERO juggle the enemy for three hits! 
gone Kombo Maniza 


(4 HITS. - 59% DAMAGE +. EXPERT) 
oop a ar Len ge - f NNHO 


1) When they're in the corner, 2) If they flinch, get close and í 3) Take a step back, and jump in. 4) Finally, finish the jugglin’ act 
jump and do an Air Ice Clone nail ‘em with an Uppercut. with a very deep kick. with an Uppercut. 
over their head. This. will freeze ‘em in the air. 


Korner ice Blast 


(4 HITS. - 34% DAMAGE - EXPERT) 


o 
Z 
u 
N 
fa 
J 
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1) When they’re in the corner, 2) Quickly hit Low Punch to go 3) Land, then jump at them, flip — 4) As you land do an Uppercut 
jump in with an early kick on into the Air Ice Clone and freeze over, and do a super deep kick. for a crazy, impressive combo! 
their head as you start a quarter- 'em in the air. 

circle Away motion. 


MEGA Frosty Korner Juggier! 


(6 HITS - 42% DAMAGE - EXPERT) 


1) When they're in the 2) As you land hit Low 3) Now jump at them 4) Immediately hit Low 5) Land, then jump at 6) Immediately do an 
corner, jump in with a Punch to Freeze ‘em again with a kick as Punch to go into the them, flip over, and do Uppercut to finish off 
super deep kick as in the air. you start a quarter-cir- Air Ice Clone and re- a super deep kick. this Graham cracker 
you start a quarter-cir- cle Away motion. freeze 'em in the air. destroyer! 

cle Toward motion 


VERSUS LPU 
piu, 


enemy and do the 
trick is to use the Freeze if they are far away to trade hits wi 
Even though yov'll get hit, they will be frozen so you can combo them. The 


J 


SüB-ZERO 


If she starts Screaming, block it, freeze 
her, and do a power combo. If she tries 
to chase you, do a ground Ice Clone to 
stop her, then jump kick her. 


If he does the Bomb or Net, use the 
Freeze to catch him. If he captures you, 
yov'll recover from the net before he 
unfreezes so you can combo him. 


If he does either a Flying Kick or Bike 
Kick, block it and Freeze him. Finish with 
an Uppercut. If Kang does fireballs at a 
distance, do an Ice Shower and catch him 
ile he's doing it. You will get hit, but he 
will be frozen and vulnerable to a combo. 


OVERALL CPU STRATEGY 


The Ice Clone works peur well against most CPU opponents. Jump toward the 
lone in their face. They will usually walk into it. Another 


h their projectile. 


damage trade works in your favor. 


If he tries to Teleport, Freeze 

before he lands and Uppercut him. If 
he throws his Hat, do the Freeze to 
trade hits and combo him after you 
recover. Use the Ice Clone pattern to 
beat him easily. 


i if LS 


Since you have the Ice Clone, you can jump and not 
worry about him Spinning you in the air. Jump back- 
ward and on your way down do a kick into an Air Ice 
Clone, which will place the Clone close to the ground. 
He will try to do the Tazmanian Spin since you kicked, 
and he will run into the Clone and get frozen. Blast 
him with an Uppercut. Also, if you guess he will do a 
Spin, to a ground Ice Clone to stop him. 


Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once that jump kick connects, run in 
while he’s down and start your ground 
combo on him as he gets up. 


Do your Freeze every time he does the Arrow to trade hits and freeze him for a power 
combo. If he tries to Ram you, do an Ice Clone and he will run into it. 


vs. Sheeva 
Bea : 


If she tries to Stomp on you, do the Ice Clone. 
Try to avoid throwing your Freeze unless she 
does a Fireball, since she will Teleport Stomp 
you if you use the Freeze at the wrong time. 
Use lots of Air Ice Clones on her; she is very 
tall, so she will walk right into them. 


Jax will try to get close and do his 
multi-throw, so do lots of Ice Clones to 
freeze him when he gets too close. If 
he does the Ground Pound, do a jump 
kick/Slide combo. 


If he taunts you, Freeze him and go for 
a combo. If you want, trade hits with 
his Spear and Freeze him, then do an 
uppercut. Freeze him again as he gets 
up and repeat. 
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O?AZ-g!Dps 


“Cyrax is anit LK-4D4, 
the 2nd of three proto- 
type cybernetic ninjas 
built by the Lin Kaei. 


Cyrax is wide 
while throwing his time 
bombs, but once E 
they're on the ground, 
no power on Earth can 
avoid them. The only 
way for the enemy to 
avoid getting blown up 
is to jump very far, or 
stay a few steps away... 
the bombs cannot be 
blocked! 


Away, Away, High Kick]. 
HOLD LK [€ € HK] 


Although it comes out 
slowly and has a delay, 
the size and usefulness 
of this projectile more 
than makes up for its 


negative points. The Net 


is somewhat like 
Scorpion's Spear from 
MK II, but you can use it 
to more effectively trap 


enemies in the air. Doing 


a jump-in kick/Net 
combo requires master 
timing, good luck! 


LOMG 
The Long Bomb sim- 
ply goes farther than 


the short one (rela- 
tive to the oppo- 
nent’s on-screen 
position). Use the 
bombs to set up 
many devastating 
combos that can 
knock off 50% or 
more energy! 


EXPLODING T a Di Ji 


A very strange move, 
the Exploding Teleport 
is basically used to get 
away in a tight situa- 
tion... it CANNOT hit 
the enemy. Be very 
deliberate when you do 
this move, it's easy to 
mix up with the Air 
Throw Dash (and vice 


versa). > V BL 


Tap Towar y 
Down, Block. 


2S 
Okay, so why in the world 
does Cyrax have such a 
complicated method to do 
a move as simple as an 
Air Throw? Well, the bad 
news is only the most 
EXPERT players will be 
able to use this technique 
effectively in a match. The 
good news is, once you 
master it, you can use the 
ATD either to get away, or 
do new types of combos 
such as the Double Throw 
which were never previ- 
ously possible in MK! 


EY 


Tap Away, ‘Away; 


Low Kick. 
eek n 
v 
rd UEZI 
BMD 


Hold Low 
Toward, High Kick]. 
HOLD LK [> > HK] 


Trio) DASH 


When the enemy’s in the 
air, Motion Toward, Down, 
Toward, Block. 
> 4 >BL 
Then when close, 
Toward+Low Punch. 
>+LP 


Like his counterparts, his 


BASIL 


MOVES] 


last programmed com- 
mand is to find and ter- 
minate the rogue ninja, 
Sub-Zero. Without a soul, 
Cyrax goes undetected by 
Shao Kahn and remains a 
possible threat against 
his occupation of Earth.” 
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UYopercut 


Get close, hold Toward, 
hit Low Punch. 
«LP 


Down-High Punch. 
YHP 


- Away-- Low Ki k. 
€&+LK 


Aoundnouse siex 


Away+High Kick. 
€+HK 


T ? ku V) 
„i 


] 
y 


Hold Run, [Tap Down, Hold Block, Tap Up, Up, Down, Down]. 
Down, Down, Down] : Pe P 
release Run. (Distance: (Distance: Very Close) 
Full Screen) HOLD BL [^ TY 4] 
HOLD RN [4 V V P REL. RN 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


EI: GO GO GARGET 


MEL 


ICOPTER 


CYRAX WINS 


DISTANCE: Hold Block, [Tap Down, Down, Up, Down, High Punch]. 
Anywhere HOLD BL [4 V4 t & HP] 


#2: WILL YOURSELP NOW 


CYRAX WINS 


DISTANCE: Tap Down, Down, Toward, Up- Run. 
Very Close 4 4 > T+RN 


FRIEN DS oP 


THE SCOOBY SHUFFLE 


FATALITY 
PIT/TOER SUR WAN 


Halela re e 


CYRAX WINS 


pe à VES j 
Tap Run, Block, Run. Tap Toward, Toward, Run, Run, Run, Up. 
RN BL RN Away, High Punch. RN RN RN % 
>> € HP 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 


In earlier versions he was considered a cheap character, and now he has become 
cf more balanced. His Net is great, while his Bombs keep the enemy on their toes. He 
waded n also has a Teleport and an Air Throw. He is still one of the top characters. 


ESCAPE TACTICS 


DARI SAU STAR AGES, OVERALL STRATEGY 


When the battle heats up, use your Exploding Teleport to make a quick exit. 


Throw Away 


— — STRYKEJ 


Àj 


Use your bombs to make your enemy move away from you. When the enemy jumps at you, use your Air Throw Dash to 
get away if necessary. Your throw doesn't have to connect, 
you simply do the move to escape. 


BUM INS 


Run at the enemy and hit them with your three-hit, in-close, Run at your enemy, stop short, and throw a Net at them. If 
ground combo. they try to counter they'll be caught! 


; _ COUNTERS ; 
Net Block and Net 


VOLUNTEER 


id é 
Use your Net to catch players who jump | When the enemy shoots a projectile at If you block an in-close ground combo, 
at you. you, do your Net. You'll get hit by the retaliate with a Net. They're usually left 
Fireball, but the Net will pull them in open for this surprise move. 
for a ground combo. It will be a good 
exchange in your favor. 


a Us Se SE, UE REGES] 
Do not do the Net against his Freeze. You are kept frozen 
after he recovers from the net, which means he can combo 
you. Bad idea! 


ws. Sonya « Bomb The Bike 


Drop a Short Bomb when you think If Sindel’s Scream misses, throw the Remember, you can only have two bombs on- 
Sonya will do her Bike Kick—she'll land | Net. It will capture her while she's screen at once. Because of this limitation, try 
to get some distance and toss your bombs 


on it. stuck. 
before the opposing Cyrax can. 


CHEAPS; 


Many Bomos rev Trou 


If you don't want to follow a throw with a kick, instead try 
enemy on their toes. walking up after one throw and doing another regular 
throw. This might surprise them and is easy to do! 


PATTERNS 


Throw your bombs when a player jumps at you. This will keep them moving. 
Try to force them to jump, then High Kick them out of the The High Kick 


Throw your Bombs to make the enemy 
might knock them into the bomb's explosion. Finish it off an Uppercut! 


jump at you, then do your Air Throw as 
they jump. 


- GROUND KOMBOS 


E à S EN Sion 
1) Low Kick. - - |. 1)Start off by throwing — 2) Just as they get over | 
a Net. — ^ there, nail them with an - 
> Uppercut. 
j Note: If your timing is too slow, your Uppercut will 
The À miss! You may want to try a Roundhouse. Kick instead 
Fatal Fury if you're a beginner. 


(6 HITS + 30% DAMAGE. - INTERMEDIATE) 


4) High Punch. 5) High Kick. 6) Away+High Kick. 


ULTRA Bomberman 
(6 HITS - 82% DAMAGE - EXPERT) 


MKS. OT c MAST. SSRS WWSOD o if WINS: 0): 99 


1) From a full- 2) Immediately hit 3) Keep holding Low 4) Just as they land — 5) As they fly at 6) At this point the 7) Finish with a final 
screen distance, High Kick to throw Kick, and when the on the first bomb’s you, hit them with second bomb will Uppercut! (This is 
start by throwing a a Long Bomb. If Net brings them explosion, throw an Uppercut. This detonate, sending the last hit—you 
Net. Continue done right, you'll close, step forward a another Long Bomb. Will send them them back your can't do more than 


holding Low Kick — throw it just before biano doa Kick to Posion yourseltiso back to the second way. two bombs in one 
and tap Toward. the Net connects! Smack ‘em back. Upperedt d bomb. combo.) 


Note: You can only throw the Bomb at Step 2 if your Net HAS NOT yet connected. If you are trying this combo at closer than full-screen range, 
don't use the Net to start the combo.) 
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GROUND KOMBOS 


Throw and Kick Kombo ne Dowdle Throw Special 
(2 HITS + 38% DAMAGE - BEGINNER) (2 HITS - 40% DAMAGE - EXPERT) 


1) Get the enemy with a 2) Hit them with a Low 1) Get the enemy with a 2) Hit Block to start the © 3) Immediately as you get 


regular throw and imme- Kick for a cheap juggle! regular throw and imme- Air Throw dash. close hit Toward+Low 

diately tap on Low Kick. diately start the Toward, Punch to complete the 
Down, Down-Toward Air Throw. You gotta be 

Running Power Borns erior Tastput't works! 

(4 HITS - 55% DAMAGE - INTERMEDIATE) 


s , aC am 
1) When the enemy is 2) Then run up and throw 3) The throw will spike 4) Throw a Net to catch 5) Do an Uppercut to fin- 
“turtling up" and waiting, the enemy to surprise them onto the explosion — them in the air. ish off this gnarly combo. 


throw a Short Bomb. them. of the bomb. 
JU MA GROSS Up KONVIEUS; 


Mici/Air Throw Surprise 
(3 HITS + 26% DAMAGE : EXPERT) 


Net Over rere 
(3 HITS- . INTERMEDIATE) 


1) Jump in/cross up 2) Hit Block to do the 3) As you get close 
with a super deep Air Throw dash and hit Toward and Low 


1) Jump in/cross up 
with a super deep 


motion by hitting Low by hitting your oppo- 


kick as you start tap- Kick just as you land. nent with an kick as you start the — fly at them. Punch to do the Air 
ping Away for the Net. Uppercut. Toward, Down, Down- Throw. This is tough 
Note: At step 3, you can substitute a Roundhouse Kick. This does Toward motion. but it works! 


two percent less damage, but is easier to do. 


Fatal Net Fury 
(BHITS - 35% DAMAGE - EXPERT) 


1) Jump in/cross 2) Hit Low Kick to 3) High Punch. 4) High Punch. 5) High Kick. 6) High Punch. 7) High Kick. — 8) Away+High 
up with a super throw the Net, Kick. 

deep kick as you but try to snag 
start tapping em so they're 


Away for the Net, fairly low to the 
ground. 


Note: This combo will only work if they're caught close to the ground. If they're 
caught in the Net too high, do an Uppercut instead at Step 3! 
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1) When the enemy ny jumps at you, do two - 
standing Punches as you tap Away 
for the Net. — 


1) When the enemy jumps at you, do two standing High Punches 2) Hit Block to start the Air - 3) As you get close hit 
as you tap Toward, Down, Toward. Throw Dash. Toward+Low Punch to do the Air 
Throw. Stylish! 


KORNERIKOMBOS, ; 


Kool Net Juggle Krusher 


(5 HITS * 37% DAMAGE - EXPERT) 


4 1) When they're in the 2) Do a standing High 3) Immediately hit Low Kick 4) Jump at them, allow your- 5) As you land quickly do 
corner, jump in with a Punch to juggle 'em as to shoot the Net. They must self to flip over, and just after an Uppercut for a wicked 
deep kick. you tap Away. be caught high in the air! you flip do a late Kick. combo! 


Grahann’s Jacked Up Roundhouse/Net Kombo 


(5 HITS + 37% DAMAGE - EXPERT) 
- ‘STRYKER. 


2 
4 


1) When they're in the cor- 2) Do a standing High 3) Immediately hit Low Kick 4) While they're suspended 5) Follow this with a quick 
ner, jump in with a deep Punch to juggle ‘em as to shoot the Net. They must high overhead, do a Uppercut juggle. Can you 
kick. you tap Away. be caught high in the air! Roundhouse Kick. believe it? 
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TETEME or 


Cyrax can do a deep cross-up 


OVERALL CPU STRATEGY 


ick into the Net for a two-hit juggle combo if you make the kick extremely low, 

deep, and late, An alternative is a normal jump kick followed by a Net as you land and they’re already on the 
ground; they probably won't block the Net. Either pattern can be repeated for the entire match and used 

whenever the opponent gets close. Another way of getting the opponent into a pattern is to drop a Short Bomb 


when the opponent is far away, then watch them walk into the explosion. When they get blown up, 


Roundhouse them across the screen and repeat the pattern 
vs. Kabal 


Try to use Bomb patterns to beat Kabal on the ground since he wins in the 
block his Tazmanian Spin, do a Roundhouse to knock him away. Then start a ground 
Bomb pattern. 


If ha does the Hat Throw, try the Net at 


the same time. You will get hit, but 
you'll recove: me to combo him 
while he's caught in the Net. If he 
Teleports, do a quick Net to catch him 
in the air. 


When Tsung throws his Flaming Skulls 


across the screen, use a Net to catch 
him. You might take some damage, but 
you'll be able to combo him for more 
damage than he did to you. 


If he does his Ball, block it and Net 
him. Then Roundhouse him away and 
start the Bomb patterns. If he tries to 
get close, cross him up and Net him. 
Then use a Roundhouse to gain some 
distance. 


If she tries to Teleport on you, jump 
kick backward. Then drop a Short 
Bomb and wait for her to walk into it 
after she gets up. If she gets close, use 
the cross up kick/Net pattern to get her 
away or to finish her off. 


If Nightwolf does an Arrow, shoot your 
net to trade hits. You can mess him up 
with a combo that will push him back; 
then start the Bomb pattern. 


Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once your jump kick connects, run in 
and start your ground combo as he 
gets up. Teleport if he has you trapped 
in the corner. 


¢ 


m Cyrax throws a Net, hit him with a 


jump kick. You can't combo with this 
kick but it does damage. If you get him 
in your Net, Roundhouse him away and 
start dropping Bombs to set up a Bomb 
pattern. 


Gp 
Sub-Zero's Freeze dominates over your 
Net so don't use it. Instead use the 
cross up kick/Net patterns to beat him. 


Sit and block low until he does the 
Vertical Shadow Ram, then Uppercut 
him as he falls. If he misses with the 
Hammer while you're low, do an 
Uppercut to hit him. If he taunts you, 
use the Net and then combo him. 


SEKTOR 


STORY 
“Sektor is actually the code 
name for unit LK-9T9. He 
was the first of three pro- 
totype cybernetic ninjas 
built by the Lin Kaei. 
Sektor was once a human 
assassin trained by the Lin 
Kuei. He volunteered for 
automation because of his 
loyalty for the clan. Sektor 
survives the OQOutworld 
invasion - he has no soul 
to take.” 
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STRAIGHT MISSILE 


A fairly standard pro- 
jectile, the Straight 
Missile is easy to do 
and should be used 


yx quite frequently. Follow | 
d : jump kicks, Teleports, 
25 and any knockdown 


with a Straight Missile 
to combo or contain 
the enemy. 


Tap Toward, Toward, 
Low Punch. 


>> 
N LP 


= 
a] 
tm E 


A new and unique move, 
the Homing Missile locks § 
onto the enemy and fol- 
lows them for about five 
seconds... it can be 
blocked, but it is fairly 
hard to avoid. Do this at 
a distance or when the 
enemy is “turtling up” 
and waiting. Don't rely on 
it too much, if the enemy 
predicts you will shoot a 
H Missile, they can hit 
you easily. 


Motion Toward? Down, 
Away, High Punch. 
> V €HP 


E — 

TELEPORT 
Sticking with the theme of fi 
MK 3, this is another š 
move that knocks the 
enemy up and sets them 
up for a combo. If they 
block it you are vulnera- 
ble to an Uppercut, so 
only do the Teleport as 
part of a jump-in combo, 
when they don’t expect it, 
or to counter a move such 
as a projectile attempt. 


Tap Toward, Toward, 
Low Kick. 
3 21K 


] 


BASIC IMDVES 


Roundhouse Kick 


Uppercut 


Syyreer 


‘Away + High Kick. 
€+HK 


Away+Low Kick. 
€&+LK 


Down +High Punch. 
YHP 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


RA T- i 


Hold Run; Sion. Hold Block, [Tap Toward, Toward, Down, Up]. 
own, Down, Down|, H . 
release Run. (Distance: (Distance: Very Close) 


Full Screen) Hold BL [> > y T] 
HOLD RN [V 4 4 4] REL. RN 


Note: Mercies can only be done sorg ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


P W 


THE c CLAMP 


DISTANCE: Tap Low Punch, Run, Run, Block. - 
A Full Step Outside LP RN RN BL 
Sweep Range y 
TELI D 


“LAMETHROWER TOASTY 


"i 
ul 

E i i (B ' - 

DISTANCE: Tap Toward, Toward, Toward, Away, Block. =| 
One Jump Away >>> €BL Q 


FATALITY 


PATATO WERS UR WAY ST YOUR p» GHT 


Tap Run, Run, Run, Down. Tap Away, Down, Down, Tap Run, Run, Run, Run, Down. 
RN RN RN ¥ Down, High Kick. (DISTANCE: FULL SCREEN) 
ebt V HK RN RN RN RN ¥ 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. MOST Friendships and Babalities can be done anywhere on the screen. However, Sektor's 


stage. Always stand close. Friendship is unique and must be done at full-screen distance. 97 


PERT STRATEGIES OVERALL STRATEG 
EXI ERY S I RAY EGES He is not one of the best, but he is still a good player. Sektor is armed with two types of 
4 missiles to add the element of surprise. His Teleport is a superb way to start a combo or 
add another hit to a combo. He is a bit slow, and overall he is an average character. 


ESCAPE TACTICS 


Wins. V4 S WINS VU 


ee 


"SEKTOR m T op nora shooting proje: 


hit them and set up a combo. 


If you feel trapped, shoot a Straight Missile to push the Shoot a Homing Missile to contain the enemy and buy your- 
opponent back. self time to retreat. 


L3 i s 
Run at the enemy and do one of Sektor's two ground com- Run up to the enemy, stop Short and shoot your Straight 
bos. This will push them away and drain energy. Missile to catch them off guard. 


u 
0 
Ps 
Y 
[| 
[7] 


usd L um P » à 2 " ‘ LN Fi F - 
When the enemy jumps at you, hit them with a High Kick. Whenever possible, jump at the enemy with a kick and then 
Then try to surprise them with a Teleport as they get up; the immediately do a Straight Missile as you land. Either you ^l 
average player won't expect it. get a two-hit combo, or they'll be forced to block the missile. 
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COUNTERS 


Jump over projectiles with a kick and then do the Teleport 
to juggle the enemy before they land. 


To counter a player who’s just waiting, shoot a barrage of i z 

Homing Missiles. This will force them to move. OE ee 

Trap the enemy down with a barrage of missiles. Alternate 
between Homing Missiles and Straight Missiles. 


u 

ul 

u 

: 

2: 3E 2] 

If Kabal tries to do a Ground Blade, jump straight up and Shoot Straight Missiles at Liu Kang to A 
allow the blade to pass under you. Then do the Teleport to or doing his Bike Kick. v 
get a surprise hit. v 


| SESS 


Try doing your Teleport just as Sheeva does hers. It is a risk, , 
but you can hit her on her way down. 


SEKTOR 


ARSIS o CMIAS: 03 
GEUDER OUT CL LU KANG | 


4) High Kick. — ' 5) High Kick. '.— 6) Away+High Kick.. 


close and do the rest - Note: Step T of this combo is completely optional! You can start from Step 2 and do it as a regular ground combo. 


of the combo. . j 


Easy Aip Biast 


(4 HITS - 25% DAMAGE - INTERMEDIATE) 1 f (HITS - 33% DAMAGE # EXPERT) 


“a 
Et 


1) High Punch. 2) High Punch. 3) Down+Low 4) They'll be 1) From full- 2) Follow this with 3) Finally, land and 
Punch. knocked into the screen distance, a quick Teleport. immediately shoot 
air. Finish with a shoot the The Homing a Straight 
jump kick. Homing Missile Missile will con- Missile. This 
at the enemy to nect at almost the should juggle them 
confuse them. same time. for three hits total. 


Master Blaster ef Disaster 


(5 HITS - 36% DAMAGE - EXPER 


~ f 
1) Shoot a Homing 2) High Punch. 3) High Punch. 4) Down+Low Punch. 5) They'll be knocked into 
Missile from a step or two the air. Finish with a 
away, then get close to do Straight Missile. 


this combo. 
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JUMPIN /GROSS UPIKOMBOS — 


Douole Missile rit Special Missile Juggle 
(2 HITS + 21% DAMAGE - INTERMEDIATE) (4 HITS. - 29% DAMAGE - EXPERT) 


L J Ñ, 
1) Jump in/cross 2) As you land hit 1) Jump in/cross up 2) Now hit Low Kick to 3) As you land walk 4) When you land 
up with a deep Low Punch fo do the with a deep kick as do the Teleport and | close and do.a stand- | immediately shoot a 
kick as you start Straight Missile for you tap Toward. slam ‘em into the air. ing High Punch as Straight Missile for a 
tapping Toward. a two-hit robo-juggle. you tap Toward. fun combo: 


Power Missile T212-Jussgle 
(4 HITS - 34% DAMAGE - EXPERT) 


1) Start off by shooting a close 2) Now cross fers up with a 3) As you land hit Low Kick to do 4) Finish it off with a jump kick. 
Homing Missile at the enemy. deep kick as you start tapping the Teleport and slam 'em into This is gnarly! 

Toward. the air. 
Note: Step 1 of this combo is optional, but adds extra damage. 


DEFENSIVE KOMBOS 


Punch Missile Xpress Defensive 


(2 HITS - IB: DAMAGE - INTERMEDIATE) (3 HITS + 31% DAMAGE - INTERMEDIATE) 


1) When the enemy 2) Hit Low Kick to juggle 3) Finish it off with a 
jumps at you, do a stand- the Straight Missile for jumps at you, do a stand- them with a Teleport. jump kick. Bitchin’! 
ing High Punch as you a double juggle. ing High Punch as you 

tap Toward. start tapping Toward. 


ling 


(4 HITS - 43% DAMAGE - EXPERT) 
" TI 


1) When the enemy 2) Hit Low Pünch to shoot 


1) Launch a Homing Missile at — 2) If they jump at you; slam them 3) Now hit Low Kick to do the 4) 4) When you land, finish it with a 
the enemy, which might make with a standing High Punch as Teleport. Right here the Homing jump kick juggle. This is tough 
them jump at you. you tap Toward. Missile should connect. but possible! 
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MORTAL KOMBOS 


Heat Seekin’ Special 


(2 HITS - 27% DAMAGE - BEGINNER 


WINS: 06 


a jump kick. The missile will connect simultane- 
ously! 


KORWERIKOMBOS 


Fast feleport Jugygle-cu: Rrusnin’ Kap’n Missile Krunen 
G HITS - 24% DAMAGE - EXPERT) 


EUR 


1) When they're in 2) Now hit Low Kick 3) When you land 1) When they're in — 2) Do a standing 3) Immediately hit 
the corner, jump in to do the Teleport ^ quickly do an the corner, jump in. High Punch to juggle Low Punch to launch 
with a deep kick as and knock ‘em high. Uppercut for a fairly with a deep kick. ‘em and start tapping a Straight Missile 
you tap Toward easy triple hit! Toward. for three hits! 


Granam’s ULTRA Rowndnouse “Sketor” Juggle 
(5 HITS + 7I: DAMAGE - EXPERT) 


1) When they're in the cor- 2) As soon as you recover from 3) When you land do a 4) Quickly follow with 5) Finish this outrageous 
ner and you're a step away, Mong ino H Mile, 2 Low Roundhouse Kick to jug- another Roundhouse combo with a standing 
shoot a Homing Missile knock terio, ane Pul gle 'em as high as possible. Kick. High Kick. This takes mas- 
and start tapping Toward. Missile will connect in the air. terful timing, but it works! 


: UNLIMITED RUN KOMBOS 
Easy 


S + 3I; DAMAGE - INTERMEDIATE) 


uc P ra s : a : 3 = ARES w - 
1) Jump in with a deep kick as — 2) Hit Low Kick to ream ‘em with 3) Now Run in under them. 4) Finish with an Uppercut before 
you tap Toward a Teleport. they hit the ground. 


Ensue Gru 


UTE 
" SEKTOR 


OVERALL CPU STRATE 


with an immediate Missile for an extra hit. 


If you see her do her Scream, shoot a 
Straight Missile at her. If she tries a 
Fireball, hit her in the face with a jump 
kick followed by the Teleport for a 
combo. Use the jump kick/Teleport pat- 
tern on her for an easy win. 


Do the Telepo: he shoots his Net or 
tries to throw Bombs, then combo him. 
Follow with the jump kick/Teleport pat- 
tern. Use lots of Homing Missiles to mess 
him up. He will keep trying to attack 
while he's getting pummeled by missiles, 
and they will keep knocking him back. 


If he does his Freeze, hit him with a 
jump kick and Teleport to hit him 
before he gets back up. Then do a 
combo of your choice. If he gets close, 
use the Missile back pattern to beat 
him back. 


Do a Teleport if he does the Hat Throw 
from across the screen. If he tries to 
Teleport, block it and Teleport yourself. 
This will hit him and set up a combo. 
Use the close Missile pattern to finis! 


Use Teleports if he tries to fire Missiles 
at you. If he does a Teleport, block it 
and High Kick him out of the air. Then 
do a Teleport when he hits the ground. 
Use close Missiles to wear him down if 
he tries to get close. 


When you see Jax go for the Ground 
Pound, do a jump kick followed by a 
Teleport. Then while he falls from the 
Teleport, run up and do a ground combo 
as he gets up. If he shoots fireballs at 
you, do the Teleport and then combo him. 


Use a jump kick followed by a Teleport to kill the computer off; they won't 
block this cheap pattern. You can also do close Missiles to hit the computer. 
Also try doing multiple Homing Missiles over and over to kill the computer 
if they aren't close enough to hit you while you're 


g them. 


Sit and block low until he does the Vertical Shadow Ram, then Uppercut him as he falls. If he misses with the ham- 
mer while you're low, do an Uppercut to hit him. If he taunts you, do the Teleport and combo from there. Use 
Missiles on him if he's down so he can't counter you with a projectile. If you catch him with an Uppercut, follow 


vs. Sheeva 


|5: 26 


Use lots of Homing Missiles to make her 
try to rush you; she will constantly get 
knocked back by the missiles and won't 
be able to get close. If she does the 
Teleport Stomp, jump kick backward then 
do the Teleport to combo her. 


If Tsung throws Flaming Skulls, use the 
Teleport to hit him while’s stuck doing 
them. If he gets close, do a cross 
up/Teleport combo and repeat. 


Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once your jump kick connects, run up 
and do a ground combo on him as he 
gets up. 
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UOLNAS 


NIGHTWOLE 


STORY 
“He works as a histori- 
an and preserver of his 
people's culture. When 
Kahn’s portal opens 
over North America, 
Nightwolf uses the 
magics of his Shamen to 
protect his — tribe's 
sacred land. This area 
becomes a vital threat 
to Kahn's occupation of 
the Earth." 
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ARROW 
A standard and useful 
projectile, Nightwolf's 
arrow is slow in com- 
ing out, but you can 
use a barrage of 
Arrows to surprise 
and contain the 
enemy. 


Motion. own, Away, 
Low Punch. 
y € LP 


ERGUT 


HATCHET UPPE 


One of the coolest 
moves in MK 3, at 
first this one looks 
like Kano's Knife 
Uppercut, but the 
Hatchet is better, far 
better. Use the 
Hatchet (or two 
Hatchets) to knock the 
enemy high into the 
air and set up a dev- 
astating combo. 


Motion Down, Toward, 
High Punch. 


V > HP 


SHOULD: 
In many ways this will 
give you the Johnny 
Cage feeling. The 
Shoulder Ram can be 
used to knock back 
the enemy and possi- 
bly combo them the 
same way Cage’s 
Shadow Kick could. 


| 

\ 
il 
=>] 


Den gi 


ee IO. 


Tap Toward, Toward, 


Low Kick. 
22 LK 
SHIELE to 


Finally, one of the first 
ever fireball reflection 
moves in a fighting 
game that's actually 
useful! While his other 
moves may seem basic, 
this shows why 
Nightwolf is a true 
expert's character. 
Practice timing, dis- 
tance, etc... you must 
know when and where 


ap Away, Away, 
Away, High Kick. 


to use the Shield to win. € ee HK 
BASIC IVIDVES) 


Throw 


Uppercut 


n 
Down+High Punch. Away t Low Kick. 
YHP €&+LK 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


Away+High Kick. 
€+HK 


Held Run; e. Tap Toward, Toward, Down, Down. 
own, Down, Down|, 
release Run. Donor (Distance: Very Close) 
Full Screen) 22V 
HOLD RN [J 4 V V] REL. RN 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


qae 
WI: SPOTUGNHT OF DEATH 


DISTANCE: Hold Block, [Tap Up, Up, Away, Toward], release Block, tap Block. 
Very Close HOLD BL [T € >] REL BL BL 


d "uM 


PR: LIGHTWING AXE 
NIGHTWOLF WINS 


DISTANCE: Tap Away, Away, Down, High Punch. 
One Jump Away € € HP 


FATALITY CY REA IDs! 


PIT7TOWER/SUR WAY RAY DEN TRANSFOR 


NIGHTWOLF WINS 


HOGOAVEHESIN 


Tap Run, Run, Run, Block. 


Tap Toward, Away, Toward, 


Tap Run, Run, Down, Run, Down 


RN RN RN BL Away, Low Punch. RN RN & RN Vv 
32 €2 €LP 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
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OVERALL STRATE 


He's not used as much as other characters, yet I feel Nightwolf is one of the most fun, 
best-defined characters. His Shield is a superb defensive move when mastered, 
and his Hatchet Uppercut is awesome. I feel that better players will use Nightwolf 
when they appreciate these qualities. 


Start to run in, stop short, and do the Shoulder Ram. This They « can T duck and 
will either hit them or push you away from them. Uppercut you if their timing is 
good. 


Run at the enemy and do Nightwolf’s I s Fatal Fury ground: If the enemy is running at you, do the Hatchet Uppercut to 
combo. This is a good way to force them backward and catch them off-guard. 
drain their energy. 


ESCAPE TACTICS 


In close battle, do the Hatchet Uppercut Use your Arrows to make the enemy When the opponent has you cornered and is 
to push them away and gain some dis- duck. This will give you time to get shooting projectiles at you, do your Shield to 
away. surprise the enemy. The projectiles will bounce 
back at the enemy. 


When the enemy throws a projectile at you from When a player is hitting you with a barrage of Caution: This only works 
close range, block it, and then immediately do Fireballs, do your Shield to give them a taste of against normal horizontal 


the Shoulder Ram. their own medicine. projectiles, and won't work 
on special projectiles (such 


as Cyrax's Bombs or Sub- 
Zero's Ice Showers). 
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HEAD-TO-HEAD 


When Kung Lao does his Spear Kick, block it and hit Him 
with the Hatchet Uppercut. 


to reflect Stryker's grenades, because 
the grenades will fall straight down and won't even hit 
Stryker. Jump over the grenades instead. 


If Cyrax tries to get you in a Net, 
Net right back at him. This will set you up for a killer, in- 
close ground combo. 


AIMEHOf UrtMIMEHS 


taisnais and fens 


Throw your enemy and then immediately do The old sweep and throw seems to be a Do a barrage of Hatchet Uppercuts or 
a Shoulder Ram. The throw will ANGER the little more effective for Nightwolf than Shoulder Rams to drain their energy. 
other player, and they may try to retaliate for most other characters. Use it when 


by throwing you. They will be open to the hit 


from you Ram! you can! 
PSYGCHAUTS; PANES Sri 


Dut Flank Your Enemy Low Kiek/Hatenet Set-Up 


£ qm 


A good way to out flank your enemy is to do Run in at the enemy and do your Low 
your Shield from far away. They will try to until he is about to do a move. Then, Kick ^til he makes a move, then nail 
attack you. Stop the shield as they get close nail him with a Low Kick, and from them with a Hatchet Uppercut. 


and hit them with the Hatchet Uppercut as there go into a big ground combo. 
they jump at you. 
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The Fatal Fury 


(5 HITS - 27% 


- en 
1) Low Kick. 


Hatenet 
(6 HITS + 33% 


FORCE uo 
A| 1) High Punch. 


DAMAGE 


* INTERMEDIATE) 
—— 


Hatenet 


(2 HITS + 18% DAMAGE - 


Ghopper 


1) When close to the enemy do a Hatchet 
Uppercut and start tapping High Kick. 


LAE 
3) High Punch. 


Rammin’ Ground Kombo 
DAMAGE - INTERMEDIATE) 


2) High Punch. 


Double Hatchet Power Kombo 


(7 HITS - 42% 


1) Low Kick. 
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DAMAGE - EXPERT) 


2) High Punch. 


3) High Punch. 


i 


-—— | 


4) Low Punch. 


GROUND KOMBOS; 


BEGINNER) 


2) 


4) Low Punch. 5) High Kick. 


3) Low Punch. 4) Hatchet Uppercut. 5) Walk in and hit 6) Hit Low Kick to go 


5) Hatchet 
Uppercut. 


Kick for an easy two-hitter. 


Immediately nail 'em with a standing High 


E X 
them with a standing into the Shoulder 
High Punch as you Ram for six hits total! 
tap Toward. 


i zx —— Sia 

6) Hatchet 7) Now quickly 

Uppercut. jump and kick 
them in the air to 
finish this incredi- 
ble combo! 


. . DEFENSIVE KOMBOS — .— = .— .— 


E 


Hatchet Rammer Hatehet Roundhouse Kombo 
(2 HITS. - 19% DAMAGE - INTERMEDIATE) 


(2 HITS - 18% DAMAGE - INTERMEDIATE) 


yy Ñ du 


1) When they jump at you, do an 2) Immediately follow with a 
Roundhouse Kick for two sur- 
prising hits! 


2) Quickly hit Low Kick to do 
Hatchet Uppercut as you tap. Shoulder Ram and bust 'em for early Hatchet Uppercut. 
Toward. two juggle hits. 


Punching Ran Kombo 
(3 HITS + 27% DAMAGE - INTERMEDIATE) 


^h Š 


and sock ‘em for three hits total. 


Double Hatehet Rar Expo 
(3 HITS - 23% DAMAGE - EXPERT) 


8 z x c a = x 
E E a Dem SS 3 a NS 
1) When they jump at you from close distance, 2) Immediately follow with another Hatchet — 3) Now hit Low Kick to knock ‘em up with a 
do a super early Hatchet Uppercut. Uppercut as you tap Toward. Shoulder Ram. 


Super Juggim’ Ram Master 
(4 HITS - 24% DAMAGE - EXPERT) 


ents 


1) When they jump at you from close 2) Quickly Run in and do two standing High Punches. As the sec- 3) Immediately hit Low Kick to 
distance, do a super early Hatchet ond punch connects start tapping Toward. blast ‘em with a Shoulder Ram. 
Uppercut to bounce ‘em high. 
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- 22% DAMAGE - INTERMEDIATE) 


as you tap Toward. 2) As you land hit Low Kick to do the Shoulder 
Ram for two power hits. 


— Ae 


1) When they're in the corner, jump in 2) Do a standing High Punch as you start 3) Now hit High Punch to jack ‘em with a 
a quarter-circle Toward motion. Hatchet Uppercut juggle. 


with a deep kick. 


Farmina 
(HITS - L + EXPERT) 
NIHILYULE EN E 2H ANG [SUN L 


3) Now hit Low Kick to do the Shoulder Ram 
for three jugglin' hits. 


with a deep kick. 
UNLIMITED RUN KOMBOS : 


Mega Defensive Run Juggler 


i (5 HITS - 33% DAMAGE - EXPERT) 


2) Do a standing High Punch to juggle 


1) When they’re in the corner, jump in 
‘em as you start tapping Toward. 


5) Finish it off with a final 
jump kick. There, they 
should be totally hosed! 


1) When the enemy jumps 2) Follow this with an 3) Then quickly Run in and 4) If you can, follow that 
at you, do a standing immediate Hatchet do another standing High with another Hatchet 
High Punch. Uppercut. Punch. Uppercut. 
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OVERALL CPU STRATEGY 


Try using the Hatchet Uppercut whenever the computer walks close to you; they 
probably won't block it and you can do a High juggle to knock them down. 
Repeat this pattern as often as possible. Another pattern is to cross up your oppo- 
nent with a jump kick/Shoulder Ram combo. They might block the cross up kick, 


VERSUS EPU 


If you’re close and he does the Hat 
Throw, block it and hit him while he’s 
stuck in his move. If he Teleports, block 
and then do the Shoulder Ram. 


Kabal is another opponent against whom 
you don't want to jump. Use the Hatchet 
Uppercut pattern while blocking. Be care- 
ful, he will do the Tazmanian Spin often 


and try to catch you if your guard is down. 


Block his Spin to set up a power combo. 


Block a lot in case he Slides, and use 
the Shield if he tries the Freeze. This 
will reflect the Freeze and nail him 
even from full-screen distance! If you 
block the Slide, retaliate with the 
Shoulder Ram. 


but they won’t block the Shoulder Ram. 


Use the cross up kick/Shoulder Ram 
pattern to wrap this match up quickly. 
If he jumps at you, do the Hatchet 
Uppercut to start the Hatchet pattern. 


Use the Shield if he tries to shoot his 
Fireballs. Watch out when he gets close, 
he try to throw you so make sure 
you do the Hatchet Uppercut pattern 
perfectly. 


Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once your jump kick connects, run 
while he’s down and start a groun 
combo while he’s getting up. 


If Stryker throws a Grenade, duck it and 
wait for him to get close. Then start the 
Hatchet pattern. If you block his Riot Klub 
Throw, do the Hatchet Uppercut and use 
the Shoulder Ram to push him back. 
Follow with Arrows from a distance to 
wear him down. 


If you block his Flying Kick or Bicycle 
Kick, use the Shoulder Ram to hit him 
while he’s stuck. Use Hatchet patterns 
for an easy win. 


Sit and block low until he does the Vertical 
Shoulder Ram, then Uppercut him as he falls. If 
he misses with the Hammer while you're low, 
do an Uppercut to nail him. If he taunts you, do 
a Shoulder Ram to knock him off his feet. If he 
throws a fireball and you have the time, do the 
Shield to send his fireball back at him. 
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SAAL 


STORY 
“She was hand picked by 
Shao Kahn to serve as 


Sindel’s personal protec- 
tor. She becomes suspi- 
cious of Shao Kahn's loy- 
alty towards her race of 
Shokan when he places 
Motaro as the leader of his 
extermination squads. On 
the Outworld, Motaro’s 
race of Centaurians are 
the natural enemy of the 
Shokan.” 


Sy eee 

PIS SALL 
Sheeva's projectile is 
awesome-looking and 
very effective. It's a lit- 
tle slow in coming out, 
but it's so high that it 
can stop enemies — — 
either on their way up 
or on their way down. 
Use this move often, 
but don’t become too 
predictable. 


E ^ 


Motion Down, Toward, 
High Punch. 
^ v > HP 


= — m E 

JULIAN Ə TOME 
Talk about no talent! It’s j 
extraordinarily easy to do- 
this ultra-useful move, 
which can't be blocked. 
You must be careful not to ay 
be too predictable or 
yov'll lose, but if you're 
good at mind games, 
psyching out the enemy, 
and humming annoying 
little tunes, do this move 
as much as possible. Even 
a little kid can use this 
move to win! 


Tap Down, Up. 
Ut 


LC 
Sa SUM bi amies 


This move is reminis- 

CN cent of Jax's Ground 

^ Pound, but it's faster 
than his new, watered- 
down Pound. Sheeva's 
Quake is another 
unblockable attack; the 
enemy must jump to 
get away. Add this to 
her Stomp, and yov'll 
see why everyone 
except Jim MK Fink 
considers her cheap. 


Tap Away, Down, Away, 
High Kick. 
€ 4 € HK 
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HAIG MOVES | 
Uppereut tou £ 


Away+High 
€&+HK 


" Away--Low Kick. 
€-«LK 


Down+High Punch. 
V «HP 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


WINS:00 


a dae FO 3 
Hold Run, [Tap Down, Tap Run, Block, Block, Block, Block. 
Down, Down, Down], 


release Run. (Distance: (Distance: Very Close) 


Full Screen) RN BL BL BL BL 
HOLD RN [4 V4 & V] REL. RN 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 
F Sasan A 


|: MIGRANNTE W EIDACY 


“DISTANCE: p? , Tap Toward, Down, Down, Toward, Low Punch. 
Very Close >44 >LP 


| h d Lil 


SKIN EN ALIVE 


DISTANCE: Hold High Kick, [Toward, Away, Toward, Toward]; release High Kick. 
Very Close HOLD HK [> € > >] REL. HK 


FATALITY SII P hd cda 
mrowersueway | lalala otal SP Ibis LATES 


, High Punch. 


- Tap Toward, Toward, Down, Towi 


Tap Down, Down, Down, 


Tap Down, Toward, Down, 


Toward, Low Punch. Away High Kick. 232v E HP 
$24 21P VV V €«HK 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
s 4 113 


IDJA33HS 


OVERALL STRATEGY 


She is a very strong player. Her Teleport Stomp is outrageous! Her Fireball 
is good, as is her Earthquake. She is said to be a very cheap character; 
I think she is just very good. 


AY WY Sere S35 


run, Stop, Sta 


PAEEBI STRATEGIES 


LESA 


Running KOrnDosS 


Run in close and do your seven-hit combo Run at the enemy, stop close, and do your 
as a good way to knock down energy. Teleport Stomp to catch them off guard. 


ESCAPE TACTICS 


High Kick Hits 


Use your Teleport to get away from an attacking enemy. Do a High Kick if the enemy jumps at you, then do an 
Earthquake to force them back. 


Kiek and Stomp 


y: rows a projectile at you, jump over it and 
do a kick, then hit them with a Teleport Stomp before they 
can get up. If you're fast this will be a combo! 


Use your Earthquake to stop people from running in close. 


PAWERNS)] 


Higa Kick mit 


If they jump from a distance when you do the Earthquake, they may run 
up thinking they can get a free hit. You should be able to time a stand- 
ing High Kick to nail them for a surprise hit just as you recover! 


When the enemy jumps at you, do the 
Earthquake to catch them as they land. 
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ws, Sindel = Stomp Scream 


" datai i 


Do your 
move. 


vs. Jax ~= Duck and Kombo 


early or you'll be slammed! 


Long Distance Quakes 


Whenever the enemy is waiting too much, do an 
Earthquake. Don’t be too predictable, but try it 
when you know they won’t jump. 


Jurno ex Teleport 


port S omp f Sindel tries to do her Scream 


Duck under Jax’s Cyber Dash Punch, then go into your 
seven-hit ground combo while he’s stuck. Don’t do this too 


Um x 
Duck under Sonya’s Bike Kick and nail her with an 
Uppercut. 


GHEAPS: 


nun, Tap, Storno 


Run at the enemy and try to throw them. If they block, continue to do 
rapid Low Punches. Then as you do that, quickly go into a Teleport Stomp 
for a smashing cheap hit. 


Whenever you knock the enemy down with a jump kick, try for a Teleport Stomp Caution: If you're too slow, yov'll be upper- 
at your discretion. Overall this move is hard to avoid for the average player; cutted or they'll be able to run away. 
just don't be too predictable. 
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pum 
= 


AAHS 


DA 


MORTAL COMBOS 


GROUND KOMBOS; 


Threw Juice Kombo 
(P HITS - 33% DAMAGE - BEGINNER) 
cu E En) 


1) Whenever you can, throw the enemy and 2) Just as the throw ends you'll slam ‘em with a 

then rapidly tap Low Kick. standing Low Kick. No joke—this works and it's 
cheap as &@**! 

Note: This combo is easier if you run at the enemy, but the Low Kick does work even from a normal 

standing position. 


Super Quick Kicks Kombo 
(4 HITS + 27% DAMAGE. * BEGINNER) 


1) High Kick or Low Kick. 2) High Kick. 3) Low Kick. 4) Away+High Kick. 


Four-Armed Air Launch 
(4 HITS + 25% DAMAGE - BEGINNER) 


£ P 
1) High Punch. 2) High Punch. 3) Low Punch. 4) Toward * High Punch. 
Note: You can follow this combo with an air juggle if you're not near the corner. 


y 


z 4 x 
High Punch. 


3) Low Punch. 5) High Kick. 6) Low Kick. 7) Away * High 


Kick. 


1) High Punch. — 2) 4) High Kick. 
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GROUND KOMBOS 


Power Punching Ball Korbe 
(G HITS + 36% DAMAGE + EXPERT) 


3) Low Punch. 4) Towards Hen 5) They'll be knocked 6) Hit High Punch to 
Punch into the air. Quickly walk do the Fireball for a 

in and do a standing six-hit special! 

High Punch as you start 

a quarter-circle motion 


JUMPAN/ CBOSS) UP KOVIBOS) 


Fireball (omo The Fault Line Kornbo Super Cheup Stomper 
(2 HITS - 23% DAMAGE - INTERMEDIATE), (2 HITS + 25% DAMAGE - INTERMEDIATE) (2 HITS + 35% DAMAGE - INTERMEDIATE) 
T Ti ] = i 


— 


1) Jump in/cross up 2) Go into the. 


1) Jump in/cross up 2) As you land 1) Jump in/cross up 2) As you land hi 


with a deep kick as High Punch to do with a deep kick as High Kick to do the with a deep kick. Teleport Stomp to 
you start a quarter- the Fireball for a you do an Away, Earthquake and Hesitate for a micro- slam ‘em before 
circle Toward two-hit juggle. Down, Away motion. slam ‘em for two second, then start ^ they can get back 
motion. hits. This works if tapping Down, Up. up. 

you're fast! Note: If you're too fast or too slow this 


won't work and they will be able to avoid 
the Stomp by running away! 


DEFENSIVE: KOMBOS. 
Defensive Quake Kombo 


(3 HITS - 30% DAMAGE - INTERMEDIATE) 


08 a Batten 


Sar 
SNR etd 


1) When the enemy jumps at you, do two sanding High Punches a as you start the Away, 2) Hit High Kick to slam 'em Vh an 
Down, Away motion. Earthquake just as they're landing. 


Triple Kickin’ Spear Kombo 


(3 HITS - 26% DAMAGE - INTERMEDIATE) 


1) When the enemy jumps at you, do two standing High Punches as you start the 2) Hit High Punch to throw the Fireball for a 
quarter-circle Toward motion. three-hit juggle blast. 
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WMOMT AL KOMBOS 


KOHIVERUSGIVIBUS, 


TAE Korner Throw Kutter 
(2 HITS - 42%DAMAGE - BEGINNER) 


jee k 
1) When you're about two steps away from 2) This will fling ‘em into the corner. Hold Down 
the corner and they're on your other side, and jam on High Punch to do an Uppercut. This 
throw ‘em. works and it's rude! 


Great Balls of Pire Juggle 
(3 HITS - 26% DAMAGE - EXPERT) 


1) When they're in the corner, jump in witha 2) Do a standing High Punch to juggle ‘em 3) Immediately hit High Punch to throw the 
deep kick. and start the quarter-circle Toward motion. Fireball for a three-hitter! 


Power Quas Juggle 
(3 HITS + 33% DAMAGE - EXPERT) 


1) When they're in the corner, jump in with a 2) Do a standing High Punch to juggle ‘em — 3) Immediately hit High Kick to go into the 
deep kick. and immediately do an Away, Down, Away Earthquake for a three-hit slammer! 
motion. 


UNLIMITED RUN KOMBOS 
Power Running Cut 


(5 HITS - 36% DAMAGE - INTERMEDIATE) 
e 


De 


E e mw A w TS P - ie TERT 5 

1) High Punch. 1 4) Toward -- High 5) Run in under them. 6) Do an Uppercut 

Punch. while they're still in 
the air. 


118 


riu 


is E 


Use Teleport Stomps to catch her 
close. Sonya sometimes likes to run up 
fast and sweep. If she tries this, do the 
Earthquake while she is stuck in the 
sweep. 


PEON T i 
Do your Teleport Stomp to get away 
from Cyrax's Net and to avoid his 
Bombs. Use Fireballs if you see him try- 
ing a Bomb, and follow up with a 
Stomp to catch him while he is reeling 
from the Fireball. 


If Kano does his Knife Throw, just jump kick 
him since the Knife is too quick to be coun- 
tered by your Stomp. If you block his Roll, 

do an Uppercut, then follow with a jump-in 
kick as he's getting up. If he blocks this, do 
the Teleport Stomp to catch him. 


from you; they usual 


OVERALL CPU STRATEGY 


Try to Stomp your opponent when they walk closer than half a screen away 
ly won't block this cheap move. When yov're farther than 


half a screen away, use the Earthquake to hit them. If they jump at you, 
use the Stomp. Sheeva's jump kick is particularly effective, so jump in 
often and stick out your kick to catch ‘em easily. 


Block low until he swings his hammer and misses, then uppercut hi If he does the Vertical Shadow 
Ram while you're blocking, uppercut him as he comes down. If he tries to taunt you, Teleport Stomp 
him. If you uppercut him, do a Teleport Stomp afterward... He probably won't block. 


EE 


If Kung tries to jump at you, do the stand- 
ing High Kick to knock him out of the sky. 
Then do a Teleport to crush him while he's 
down. Try doing jump kicks from a dis- 
tance; stick them out early so they con- 
nect. If he Teleports, block it and do a 
standing Low Kick. 


If Sindel shoots fireballs, jump kick her 
in the face. If you block her Scream, do 
the Teleport Stomp or the Earthquake. 
Otherwise, just keep using the Teleport 
Stomp pattern. 


If he tries to throw Grenades from a dis- 


Keep your distance from Shang Tsung, 
because he will usually throw projec- tance, do the Teleport Stomp. In close he 


tiles when you’re far away. When he often goes for the Riot Klub Throw. Block it 


throws those fireballs, do the Teleport and do a High Punch/Fireball juggle combo. 
If you’re gonna throw Fireballs at him, do 


them close. Otherwise, he will just jump kick 
you in the face if he has the room to jump. 


vs. Motaro 
27 


Stomp to flatten him. Use your own 
Fireballs at half-screen distance. 


vs. Jax 


3 

5 un 
ump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once that jump kick connects, run in while 
he is down and start your ground combo 
as he's getting up. Use the Teleport Stomp 
over and over to beat him; he won't 
attack back. 


If you see him start the Ground Pound, jump 
kick him while he's stuck doing it. Follow this 
with the Teleport Stomp for an extra hit. If 
Jax does the Double Fireball at a distance, 
duck it and do the Earthquake while he is 
walking toward you. 
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KUNG Le 


STORY 
"Kang Lao's plan to 
reform the White Lotus 
society comes to a halt 
when Shao Kahn's 
invasion take the 
Earth by storm. @s a 
chosen warrior, Kung 
Lao must use his great- 
est fighting skills to 
bring down Shao 
Kahn's reign of terror.” 
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IHE HAT 
Back from MK II, The 
Hat can no longer be 
guided up or down 
which is a bit of a nega- 
: tive. However, it certain- 
3 y ly looks better... and... 

uh... well, the Hat sort of 


2m 


Ma “holds” the enemy in 
SYNC place on contact, which Ù = 
opens up an extended Tap Away, Toward, 
combo in the corner (see Low Punch. 
& i page 126). € 3 LP 
aro r my Pal è 4 
SPAR KICK NY 
The Spear Kick is | | x 


back and just as use- 
ful and quick as ever. 
The ability to double- 
hit in the air gives 
Kung Lao an amazing 
air advantage which 
even Air Throwers 
such as Kano cant 
match. 


Jump, then Tap 
Down-High Kick. 
JUMP THEN i +HK 
TELEPORT 
yo Pretty much the same FII 


as MK II. You can still 
be Uppercutted if the 


-E 


enemy expects this 
| ] move, so try to get 
Ei Ke 4 inside your enemy’s 
\ did | | head and do this 
Ww | | | move only at the most 


opportune times. Tap E Up. 


Then tap Punch or Kick. 
THEN P ORK 


yy ye 1 

VUIJIESHL UNIO 
Another slightly neutered j 
move, the Whirlwind Spin 
simply isn’t as effective 
as it was in MK Il. It can 
still be used as a reason- 
ably good counter 
against jumping ene- 
mies, but the awkward 
new motion plus new vul- 
nerabilities make this 
hard to use in a serious 
match. Try it to show off 
some combos to your 
friends. 


SPIN 


Motion Toward, Down, 
Toward, rapidly tap Run. 
2 V > RAPID RN 


i Away+High Kick. 
€&+HK 


Away+Low Kick. 
€+LlK 


Get close, hold Toward, 
hit Low Punch, 
>+LP 


Hold Run, [Tap Down, Tap Run, Run, Run, Run, Block. 


Down, Down, Down], 
release Fyns Eme: (Distance: Very Close) 


Full S RN RN RN RN BL 
HOLD RN [4 Vv ni REL. RN 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 
" pi 
Ec i | 1 


|: DEATH SPIN 


DISTANCE: Tap Run, Block, Run, Block, Down. t 
Anywhere RN BL RN BL 4 


(T n 


"e: HAT E BOE RANG SLICER 


KONG LAO WINS 


DISTANCE: 
Very Close >> €% HP 


FATALITY Saat nan 
PIT/TOWER/SUBWAY (4 (2 oa 


KONG LAO WINS | 


Tap Down, Down, Toward, 


Tap Down, Toward, Tap Run, Low Punch, Run, Low Kick. 


Toward, Low Kick. Toward, High Punch. RN LP RN LK 
44> 21K 4 > > HP 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn’s Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
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TDM e ice] ——————— OVERALL STRATEGY 
EXPERT STRATEGIES Just like Liu Kang, not much has changed for Kung Lao. Sadly, his 
Whirlwind Spin move is now less useful...it's almost obsolete. Otherwise 
he is still a well-rounded character. 


PSYCH OUTS : 
Whirlwind Psych! Spear Fake 


Do your Whirl Do your Spear Kick at full- 
projectile. Quickly stop the Whirlwind just before they throw screen distance to fake out 
their fireball, jump in, and nail ‘em with a combo. your enemy. 


pM RUN IN STRATEGIES, 
Running Komaa Run and Spear 
oe : 


E TAN 
Run in and do your in-close Fatal Fury Run at your enemy, stop short, and do Run in, stop short, and sweep the 


ground combo to either get big dam- your Spear Kick. This is a great way to enemy. This is another effective way to 
age or drain their energy. catch your enemy off guard. catch them off guard. 


Use your Uppercut to catch the enemy wl 
at you. 


Spear the Fire 


When the enemy throws a projectile at you, quickly jump up When the enemy jumps at you, meet them in the air with a 
and do the Spear Kick to catch them for a free hit. kick and then hit them with a Spear Kick. 


KUNG Lao 
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HEAD-TO-HEAD 


When in close, block Sub’s Freeze and throw your Hat for a 
quick hit. 


When fighting Cyrax, jump over his Net and hit him with the 
Spear Kick. This takes good timing! 


When Sektor does his Teleport, block it and blast 
your Roundhouse Kick before he can recover. 


Run in and throw the enemy when possible. Kung Lao’s 
throw will buy you some distance. 


ESCAPE TACTICS. 


Teleportation 


Caution: If you are trapped in the corner 
and try to Teleport, you will reappear in 
the same spot you left! 


Spear Escape ENERGY MRBAINERS) 


Tel2pori Drain Komso Attack 


pl CIE EY 


: s am in 
Use your Spear Kick to get away from your enemy. 
very effective. 


i 


= r COH 5 E ha 2 E 
Do your Teleport and then Use your in-close ground com- 
kick or punch to lock down bos to chop down their energy 
the enemy. and push them away. 
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GROUND KOMBOS 


MORTAL KOMBOS 
= 


Triple Kiek 
(3 HITS - 19% DAMAGE : BEGINNER) 
TP s 


z>» E 1) Low Kick. 2) Low Kick. ; 3) Away +High Kick. 
, «1 
KUNG LAO 


The Fatal Fury 
(7 HITS + 34% DAMAGE - INTERMEDIATE) 


1) High Punch. 2) Low Punch. 3) High Punch. 4) Low Punch. 5) Low Kick. 6) Low Kick. 7) Away+High 
Kick. 


KOBNER IRKOM EUS; 


Krushin’ Four Hit Hat Tre 
(A HITS - 314 DAMAGE - EXPERT) 


2 a 


E: ur 2 n s 2 Le JUPE [ 7 H 
1) When they're in the corner, 2) Do a standing High Punch to 3) Immediately hit Toward and 4) Quickly hit High Kick to finish 
jump in with a deep kick. juggle ‘em and immediately start Low Punch to do the Hat Throw. this monster combo. 


tapping Away. 
Note: The High Kick will only connect if you did the Hat Throw fast and weren't pushed too far away! 


Super Korner Mega Blast 
(5 HITS * 72% DAMAGE * EXPERT) 


e] 
L x 
- ^ SE 
a 1) If they're in the corner — 2) This will knock ‘em into 3) When you land do a 4) Quickly follow with 5) Finish this outrageous 
=) and they try to jump at the air. Jump and quickly Roundhouse Kick to jug- another Roundhouse combo with a standing 
vj] You, do a Whirlwind Spin. do a Punch on your way gle ‘em as high as Kick. High Kick. This takes mas- 
up. possible. terful timing, but it works! 
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Pun eh 
@ HITS - 


he en y inthe air 2) Immediately hit High Kick to` st the enemy in the air” 
dein as you hold: go into the Spear K ki M i imp. as you had ^ 
for t ` = double-hi : y I 


VIP. m m UP KON 


1) When close to enemy, jump at *2) Now quickly hit High Kick to do 
them and on the way up immedi- the Spear Kick for an amazing 
ately hit kick as you hold Down. — two-hitter. This takes expert timing! 


1) Jump in/cross up with a deep 2) As you land hit Toward and 
kick as you start tapping Away. Low Punch to do the Hat Throw 
for a two-hit bloody ivggle. 


Triple Kiekin’ : pear Koms 
(3 HITS - 27% DAMAGE - EXPERT) C 


^Y .. wm " s cH To 
1) Jump in with a super deep kick as you 2) Keep holding Up-Toward and do a jump 3) Hit High Kick to do a Spear Kick and finish 
hold Up-Toward to jump. kick, then immediately hold down. this awesome combo! Yes, it's hard...but it's good! 


UNLIMITED RUN KOMBOS 


Spinnin’ Runnin’ Kiek Factor Kombo 
(4 HITS - 50% DAMAGE - EXPERT) 


1) When the enemy 2) Run in under them. 3) Do a standing High 4) Now quickly go 5) Hit High Kick to do 6) Now slam ‘em with 


jumps at you hit ‘em Punch juggle. after their body with a a Spear Kick which a standing High Kick. 
with a Whirlwind jump kick as you hold will miss and make Amazing! 


Spin. Down you land. 


125 


= CH 
= ' 1) When the : 


pem: c 


hirlwind pin to 


2) Hit Toward and 
Low Punch to throw 
the Hat for three hits 
total. 


1) When the enemy jumps at you, do two 
standing High Punches as you start tap- 


1) When the enemy 2) Immediately jump 3) Now hit High Kick 
jumps at you, doa — at them with a Kick to do the Spear Kick 
standing High Punch as you hold Down for for three power hits. 
and get ready to the Spear. 


+ 43% DAMAGE - EXPERT) 


. WINS 


2) Do a jump kick as you hold 


1) When the enemy jumps at you 
Down for the Spear. 


from a close distance, do the 
Whirlwind Spin. This must knock 
them up very high! 
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y Enos at you, do the 4 ) Let t e Whirlwind stop and 


ow Pu h to do ‘the 


regen! two iv 
hit: 


1) When the enemy jumps at you, do two 2 ‘Hit Up to Teleport 
standing High Puncüse as you tap Down. and then do any kick 
; ; i or punch for a stylish 
ivggle! 
Spinning Spear Skewer 
- (HITS - 37% DAMAGE > EXPERT) 
( . Wis 


1) When the enemy 2) Quickly do a jump 3) Press High Kick to 
jumps at you froma kick as you hold do the Spear Kick 
far distance, do the Down for the Spear. for an astonishing 
Whirlwind Spin and three-hit expert 

get ready to jump. combo. 


)0 


4) You will land while they're still 
in the air. Finish with a standing 
High Kick for a three-hit surprise! 


3) Hit High Kick to do the Spear 
Kick. This should miss them 
entirely! 


VERSUS CPU 


OVERALL CPU STRATEGY 


Jump back and do Spear Kicks on your way down to hit the computer almost every time. 
Use the Teleport attack to hit computer by delaying the kick at the end and kicking on 
your way down. Throw your Hat at the CPU when they step too close. Another good trick 


is to get close and start the Whirlwind Spin just as the opponent is getting up; 
it will most likely make contact. 


Use lots of close Hat Throws to take off her energy. If she starts blockin: 
Spear Kick pattern. 


When she does a fireball, jump up and 
do a Spear Kick to hit her while she is 
stuck. If she does the Scream, block 
and do a Spear kick to retaliate. Then 
start the Whirlwind Spin to catch her 
for a free hit. 


vs. Cyrax 


When Cyrax throws a bomb, Teleport 
through the screen and kick him in the 
back. Cyrax will always try to Net you if 
you jump in, so use a Spear Kick mid- 
way through your jump to nail 

he starts the Net. 


Spear Kick before he can recover. 
Sometimes he will use the Ice Shower to 
catch you if you jump in, so just run at him 
if you see him start the ice Shower. Combo 
him while he's stuck with his arms up. 


vs. Kung Lao 


If the computer does the Hat Throw too 
close, block it, run in, and do your ground 
combo. If you see the computer foolishly 
start the Whirlwind Spin, throw the Hat to 
drain their energy. The computer rarely 
uses the Spear Kick so don’t worry about 
blocking all the time. 


If you see him try his Missile pattern 
across the screen, use the Teleport to 
catch him from behind. If he does his 
Teleport, block it and do a jump 
kick/Spear Kick combo. Use close Hat 
Throws; they work quite well. 


Jump back and kick on the way up to 
catch Motaro when he lunges at you. 
Once your jump kick connects, run in 
while he’s down and start your ground 
combo as he gets up. 


vs. Sheeva 


Computer Sheeva likes to Stomp on her 
opponents, so be ready to jump back and 
counter-kick. From there go into a Spear 
Kick for a two hit combo. If she throws her 
fireball, do a quick Spear Kick. Don’t 
throw too many hats or you'll get 
stomped. 


When you fight Shang, avoid his pro- 
jectiles with your Teleport. Also try 
jumping over the fireballs and nailing 
him with the Spear Kick. Don’t try too 
many Hat Throws since he will likely 
retaliate with a jump kick. 


Use your Spear Kick when Kahn taunts 
you. Otherwise, duck and block in the 
corner and try to Uppercut him if he 
misses a Vertical Shadow Ram. 


O91 OND)! 


STORY 
“As a chosen warrior his 
identity is a mystery to 
all. It’s believed that he 
is the sarvivor of an 
attack by Shao Kahn's 
extermination squads. 
fis a result he is vicious- 
ly scarred and kept 
alive only by artificial 
respirators and a rage 
for ending Shao Kahn's 
conquest." 
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AZANIA SPI Uu 


No move says MK 3 like | 


rs 1 the Taz Spin, the ulti- 
f D mate set-up for some of § 
s à the nastiest 40%+ dam- 
| a à age combos of all time. 
a e If the enemy blocks your 


N = Spin they can hurt you 
am : as bad as you could've 
Ze hurt them, so always do 
(5 the Spin on reaction 
Lom when the enemy leaves Tap Away, Toward, 
à — themself o en or when Low Kick. - 
RAE : they miss a move. ; 21K © 
NS EN s 
GROUND PLAS: jd) ES or s 
A reasonably | useful pro- 
jectile, the Ground — | 
Plasma is a good way to 
contain the ene y. From § 
a distance, mix This i in 
when the enemy expects 


a Taz Spin; this will frus- 
trate them. After they 
get tired of blocking 
your Plasma, they may- 
get tired of waiting and 
jump at you... ioo, PA 


Tap Away, Away, 
3 High Punch. : 
© € HP) 


"AUR PLAS 


A very effective move, 
Kabal can do some 
very easy air or jump- | 
in combos with the Air 
Plasma. Shoot the Air 
Plasma when the 
enemy jumps from a 
distance; this will help 
you gain air domi- 
nance. 


Si 


p 2E 


Jump, then tap Away, 
Away, High Punch. 
JUMP THEN € € HP 


ion r 

GROUND £ 
Afterthought or well- 
planned move, who can 
say? The Ground Blade 
is very funky and should 
only be used sporadical- 
ly, because it’s so slow 
coming out the enemy 
can see it easily. Use it 
under Fireballs or when 
the enemy thinks they 
have all your patterns 


BLADI 


Tap Away, Away, 
Away, Run. 


figured out. € € € RN 
e BASICIVIBVES, | 
Throw Yopereut Roumdhouse Kick 


Get close, hold Toward, 
hit Low Punch. 
>+LP 


Down+High Punch. 
V HP 


Away +Low Kick. 
€+LK 


Away+High Kick. 
<+HK 


Hold Run, [Tap Down, Hold High Punch, [Tap Toward, Toward, Down, 
Down, Down, Down], Toward], release High Punch. 
release Run. (Distance: (Distance: Very Close) 


Full Screen) 
HOLD RN [V V V V] REL. RN HOLD HP [> > 1 >] REL. HP 


Note: Mercies can only be done during ROUND 3. You must always do a Mercy BEFORE doing an Animality. 


bru 


¥ 1: DIG-DUG'S REVENGE 


DISTANCE: - Tap Down, Down, Away, Toward, Block. 
One Jump Away V4 €BL 


DISTANCE: Tap Run, Block, Block, Block, High Kick. 
Very Close RN BL BL BL HK 


SRE 
STAY-PUFT MAR. SHMALLOY 


FATALITY 
PIT/TOWER/SUBWAY 


VS. MAN 


Tap Run, Low Kick, Run, Run, Up. 


Tap Run, Run, Run, 


Tap Block, Block, 


Block, High Kick. Low Kick. RN LK RN RN 7% 
BL BL BL HK RN RN RN LK 
Note: This Fatality works on the Pit Note: In order to do a Friendship or Babality, you must NEVER PRESS BLOCK during the final round of the 
3, Shao Kahn's Tower, or Subway match. Friendships and Babalities can be done anywhere on the screen. 


stage. Always stand close. 
129 


TOGIOM 


OVERALL STRATEGY 


Kabal is by far one of the most-chosen characters. He has one of the strongest 
and easiest combos to do. He has a wide range of weapons and is very quick. 
Most people consider him cheesy, yet | believe he requires a lot of skill. 


ESCAPE TACTICS 


Use your Ground Blade to set yourself up for a getaway. This will startle the average 
player, allowing you time to move. 


Do your Ground Blade early when a player is throwing a barrage of Fireballs Caution: Timing is important, and ifi you 
at you. mess up yov'll still be hit by the Fireballs. 


Run in at the enemy and perform one of Kabal's many in- Run at the enemy, stop short, and do a Plasma Blast. TI 
close ground combos. Repeat this as much as you can! very effective against rushers and panic-prone opponents. 


CHEAPS; 
ine mei tiii Blade and Throw 


iL- 


Whenever the enemy jumps at you, on their way down do Do your Ground Blade, and when they try to block it, run in 
the Tazmanian Spin to catch them in the air. and throw them! 


INGHESE 
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When Sektor does his Teleport, block it an o your Tazmanian Spin whenever Tsung tries to do his 
Tazmanian Spin to set up a big combo. Ground Fireballs. 


Block Stryker’s Klub Sweep and then hit him with a 
Plasma Blast. 


If Sub-Zero throws his Freeze, jump over it with a kick and 
then juggle him with a Tazmanian Spin. This will set up a 
devastating combo. 


COUNTERS 


Blade Catch High Kick Hits 


i tee 


When a player jumps at you, you can do the Ground Blade 
to catch them as they land. 


Jump Over and Spin 


When the enemy is throwing projectiles, hit them with a jump kick and then do 
the Tazmanian Spin to set you up one of your many powerful ground combos. 
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MORTAL $0505 


GROUND KOMBOS, 


The Sanderaywier Sword Slice 
(4 HITS - 25% DAMAGE : BEGINNER) 


1) High Punch. 2) High Punch. 3) Down+Low Punch. 4) Down+High Punch. 


jazWJania Orna The Kick Off 
(2 HITS - 21% DAMAGE : BEGINNER) (4 HITS - 27% DAMAGE - BEGINNER) 
ae E 


1) Start off with — 2) Get close (use run 1) Low Kick or High 2) Low Kick. 3) High Kick. 4) Away+High Kick. 
the Tazmanian if necessary) and do Kick. 
Spin. the Uppercut. Or, do 


a big ground combo. 


The Fatal Fury 
(6 HITS - 37: DAMAGE - INTERMEDIATE) 


1) Low Kick. 2) Low Kick. 3) High Punch. 4) High Punch. 5) Down- Low Punch. 6) Down+High Punch. 


Super Tazmanian Kaba! Stringer 
(8 HITS + 45% DAMAGE - EXPERT) 


[KABAL 


1) Start off with 2) Low Kick. 3) Low Kick. 4) High Punch. 5) High Punch. 6) Down+High 7) Now quickly 8) Hit High 
the Tazmanian Punch. do a jump kick Punch to do the 


= Spin to dizzy the as you tap Away Air Plasma 
b enemy. Then get for the Air Blast fora 
17) | in close (use Run if Plasma Blast. mega eight-hit 
| necessary). wonder. 

tr 

e 
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__.JUMPIN/CROSS UP KOMBOS — | 


Plasma Double Hit Kabas Kuh-RAZY Kombo 


(2 HITS - 22% DAMAGE BEGINNER) (4 HITS - 30% DAMAGE - INTERMEDIATE) 


1) Jump in with a 2) Now hit High Punch 1) Jump in with a 2) Just as you land 3) Now get in close 4) Hit High Punch to 
deep kick as you tap to shoot the Air deep kick as you tap Toward and Low and do a jump kick throw the Air 
Away for the Air Plasma Blast for a quickly tap Away. Kick to do the as you tap Away for Plasma Blast for 
Plasma Blast. double juggle. Tazmanian Spin the Air Plasma Blast. four fancy hits. 
while they're still in 
the air. 


Super Spinning Kiek Blast 
(9 HITS + 45% DAMAGE - EXPERT) 


ium mm d eo Ree : J 
T) Jump in 2) Immediately 3) Low Kick. 4) Low Kick. 5) High 6) High 7) Down + 
with a super as you land do Punch. Punch. High do a jump Punch to do 
deep kick. the Tazman- Punch. kick as you the Air 
ian Spin. tap Away for Plasma Blast 
Then Run in the Air Plasma and finish this 
close. Blast. mega combo! 
DEFENSIVE KOMBOS 
Air Retaliation 


(3 HITS + 3i% DAMAGE - EXPERT) 


1) When the enemy is attacking in the air, 2) When you land instantly do a Tazmanian 3) Run in and nail ‘em with an Uppercu: 
jump back and do a punch. Spin. This should catch ‘em before they hit while they're stunned. 


the ground. 
Defensive KK 


(4 HITS - 36% DAMAGE - 


€XPERT) 


i Dey - 

; - f. 

1) When the enemy jumps at you, 2) Quickly tap Toward and Low 3) While they're dizzy, hit ‘em with 4) Hit High Punch to shoot the Air | €. 
do a standing High Punch as you Kick to do the Tazmanian Spin a jump kick as you tap Away. Plasma Blast. That's four hits, K 


ET 


tap Away. while they're still in the air. pounder! 


19. 
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AIR KGIMBGS: 


Kick Plasma Kombo Puneh Plasma Kombo 


(2 HITS - 29% DAMAGE : INTERMEDIATE) 
Y 


(2 HITS - 29% DAMAGE + INTERMEDIATE) 


1) Meet the enemy in 2) Hit High Punch to 
the air with a jump . : shoot an Air Plasma 
kick as you tap Away. Blast for two fast hits. 


1) Meet the enemy in 2) Hit High Punch to 
the air witha jump — shoot an Air Plasma 
punch as you tap Blast for two fast hits. 
Away. 


KOBNER ROM BOS, 


Plasma/ioundnouse Juggle 
G HITS - 30% DAMAGE - INTERMEDIATE) 


em ie 


1) When they're in the corner, jump in with a 2) Quickly hit High Punch to shoot the Air Plas- 3) When you land instantly clean their clock 
deep kick as you tap Away. ma Blast. This should juggle 'em in the air. with a Roundhouse Kick. 


Spinning Plasma Cutter Connbo 
(5 HITS +» 37% DAMAGE - EXPERT) 


1) When they're in the cor- 2) As you land, do the 3) When you land, take a — 4) Immediately hit High 5) Finish this gnarler with a 
ner, jump in with a super Tazmanian Spin to stun step back and then do a Punch to shoot the Air big Uppercut. 
deep kick. 'em high in the air. jump kick as you tap Away. Plasma Blast. 


UNLIMITED RUN KOMBOS. 
AWESOME Kombo 


(B HITS - 48% DAMAGE - EXPERT) 


igh 6) Run at them 7) Quickly doa — 8) Hit High 

and do a stand- jump kick as you Punch to do the 
ing High Punch tap Away for the Air Plasma 
ivggle. Air Plasma Blast. Blast for the 
"aweee-somel" 
combo. 


OVERALL CPU STRATEGY 
Jump kick early at opponents so the kick doesn’t connect, then 
do the Tazmanian Spin as you land to daze your opponent. Jump 
backward and do Air Plasma Blasts on your way down; the com- 
puter won't block these. 


3 


Sia eres 


vs. Motaro 


Po 


Cue 


Jump back and kick on the way up to catch Motaro when he lunges at you. Once that 
jump kick connects, run in while he's down and start your ground combo as he gets up. 


If you see him try to drop any Bombs 
do a Spin and catch him. If he tries to 
shoot a Net, jump at him and kick him 
in the face. Do the Ground Blade to 
make him jump up and Spin him while 
he's in the air. 


Stay close and do sweeps to make her 
throw Fireballs. Block the Fireball and do 
a Tazmanian Dash to catch her before she 
recovers, then combo her. Use a Plasma 
Blast to push her back if she won't do 
fireballs and she tries to throw you. 


kick him and do a Taz Spin to combo 
him. If he does his Teleport, block it 
then run over and 


vs, Kano 
$ ‘ 
QU Ey CR ——À : | M 

If he fires any Missiles, do the Ground g Skulls at you, If he does his Ball, block it and try to 
Blade to wear down his energy since he jump over them and kick him. If he Spin him as his feet touch the ground 
will recover and block it. If he does his jumps at you, Spin him in the air and so you can score a big ground combo. 
Teleport, block it and Spin him. Follow catch him with an Uppercut. Use the If he does his Knife Throw close, do the 
with an Uppercut while he's dizzy. Use the Spin pattern to beat him. Spin to catch him while he's stuck 
early jump kick/Spin pattern to kill him. doing it. 
If he does the Bike Kick or Flying Kick, Do the jump kick/Spin pattern to waste Sit and block low ‘til he does the Ve 
block them and Spin him. If he just him quick. If he does the Slide, block it Shadow Ram, and uppercut him as he 
walks toward you, cross him up and do and Spin . Just block his Freeze falls. If he misses with the hammer while 
the jump kick/Spin pattern on him. since it doesn't drain energy. you're low, do an uppercut to hit him. If 

he tries to taunt you, Spin him and then 

do what you think is best. 
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THE BOSSES 


MOTARO 


í 
Known as a Centaurian, Motaro 
was hand-picked by Shao Kahn 
to lead the extermination 
squads and wipe out any w 
remaining resistance to the 
invasion. Motaro is a gigantic 
half-human, | half-stallion with 
more raw power than almost 
any other being in the Universe. 
He is very difficult to defeat, as 
most of your special moves 
(especially projectiles) are 
100% ineffective against him. 


yon 3 afa You will find codes to play as Motaro in the SNES and Genesis versions of MK 3 
VS. MO: TARO on pages 8 and 9 of this book. Here are a few moves to get you started! 

A good general tactic against Motaro is to jump z e E Fy I a 
back constantly and try to kick him. This will catch 
him if he charges at you. Once you hit him with 
the jump kick, get close and try to:nail him with a 
“Ground combo as he gets up. 


esi 


e. 


FIREBALL: Motion Toward, Down, SWEEP: Aw: 
Away, High Punch. €+LK 


3 V e+ HP 
WINS: OO 
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_To say the least, the Emperor of 
the Outworld Shao Kahn was 
OT PLEGSED when he lost the 
ast two Mortal Kombat tourna- 
ments due to the general inepti- 
tude of Shang Tsung. He has now 
- figured out a way to breach the 
portal to Earth via his 10,000 
year old resurrected wife, Sindel. 
Kahn is mach the same as he was 
in MK Il; his only new moves are 
a massive hammer which leaves 
the enemy dizzy, and a Vertical 
Shadow Ram. Good luck, the fate 
of the Earth rests on you! ; 


You will find codes to play as Kahn in the SNES and Genesis 
versions of MK 3 on pages 8 and 9 of this book. Here are a 
i few moves to get you started! Try blocking in a low position and wait for Ka 

: do his Vertical Shadow Ram, then clock h 


Uppercut. Kahn's arrogance is one of his g 
weaknesses, so take advantage of his foo! 
he tries to taunt you. 


TAUNT: Tap. Down, Down, hs SHADOW RAM: Tap Toward, 
Low Kick or High Kick. og Toward, Low Punch. 
Y 4 LK OR HK 


HAMMER: Tap Away, : /ERTICAL SHADOW RAM: 
Toward, High Punch. foward, Toward, High Pu 
€ 2 HP 3 322HP 
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SHANG TSUNG: “When Shao Kahn: overtakes-the Earth he needs Shang 
Tsung to help locate the surviving humans, Granted new powers he soon dis- 
covers the dark emperor's true plan: os soon as the remaining warriors are dis- 
pose of Kahn will take Tsung’s own soul. After-learning of this, Tsung turns on 

is master He catches Motaro. off guard and then deféats Shao Kahn. But 
he Earth can return to normal Tsung takes all the souls as his own. He 
rule Earth with his own brand of evil.” 


SINDEL: “Sindel receives visions of her true past and turns against Shao 
Kahn. She discovers that her true king was named Jerrod. They once had a 
daughter named Kitana and ruled the realm called Edenia: before Kahn took 
it away in their own Mortal Kombat. He used Sindel as a pawn in his quest 
for Earth and took Kitana as his own daughter. But in defeating Shao Kahn 
Sindel frees the Earth. In doing so she also liberates Edenia and insures a 
reunion with her 10,000 year old daughter Kitana.” 


MORTAL KOMBAT 3 DESIGN TERM. 


Ka 


SRLDIVITR. 


NIGHTWOLF sek "Prax SMOKE A 3 : 

JAX: "The second time Jax battles the forces of Shao Kahn he comes prepared. 
Thought to be the strongest man on Earth he has no problem proving it: First by 
beating Kahn's armies then by defeating the Emperor himself. When the world 
reverts back to normal Jax and Sonya start the Outer World Investigation agency. 
Jax runs the exploratory division which learns to open portals through science 
JOHN VOGEL d E rather than magic. He leads the first expedition into a mysterious new realm." 


KANO: “When Shao Kahn Jets Kano live he fails to realize the resourcefulness 
of the scheming human. Kano lures Kahn's army away on a false mission; 
then nukes them using.a stolen weapon. He fights the remaining warriors 
and finally defeats Kahn himself. Kano's true intention is to take over thi 

souls which Kahn once possessed. But Kano is unable to control the spiri 

they escape and attack around him, Rumored to have suffered a. 


death Kano was ignorant of the fact that he saved the world he 


LIU KANG: “After thwarting Shao Kahn in the past Liu Kang finds himself the 
main target of Kahn's extermination squads. But Kang is the reigning Mortal 
Kombat champion and proves it by easily defeating Kahn's minions. But it's 
the apparent death of his friend Kung Lao that enrages Kang and enables 
him to find the strength to defeat Shao Kahn. Then before the portal closes, 
Liu Kang is greeted by Princess Kitana and thanked for saving the Earth and 
the Outworld.” 


SONYA: "Sonya defeats her arch enemy Kano high atop a skyscraper near 
. Shao Kahn's fortress. She then comes face to face with the Emperor himself. 
In an incredible display of courage Sonya wins. When the world returns to its 
normal state, Sonya has no trouble convincing her superiors to form the 
Outer World Investigation Agency: devoted to protecting the Earth against 
possible future invasions from other realms.” 


A 


STYKER: “Ignorant of why his soul: was sport "nm the Outworld invasion, 
Stryker receives a vision from Rayden.:He is instructed to travel West. He 
eventually meets the rest of Earth's warriors and learns the true meaning of 
his survival. He travel back to the city he swore to. protect. Kahn is unfamiliar 
with this new kombatant and is caught off guard. Stryker defeats 


and saves the entire planet. The chaos that consumed "a city in the 


before the invasion are gone.” 


SUB-ZERO: “In vicious baile Sub- Zero faces Cyrax E Sektor: but not alone. 
He finds his third Lin Kuei assassin - the elusive Smoke. Before automation 
Smoke and Sub-Zero were allies. Sub-Zero. helps Smoke recall his past and’ 
gains him as an ally once again. Sub-Zero defeats his cyborg assassins with 
the help of Smoke and finds it takes all his own' inner strengths to defeat 


Kahn and his Outworld minions. The former ninja once again disappears into- 
the shadows, his legacy known only by.a select few.” 


by Sub-Zero and reprogrammed | with new orders: 
Destroy Shao Kahi ith Kahn unable to detect the assassin's soulless pres- 
ence, Cyrox delivers a succussful [sic] sneak attack. But, after eliminating 
Kahn and saving Earth Cyrax awaits new orders from his Lin Kuei headquar- 
ters. The orders never come and Cyrax malfunctions. He ends up stranded in 
the middle of a vast desert, blindly heading towards his base.” 


CYRAX: "Cyrax 


SEKTOR: “After eventually terminating Sub-Zero, Sektor is attacked by Shao 
Kahn's army. Unfamiliar with the Outworld warriors, Sektor fights back. He 
targets Kahn and all Outworld beings as threats to the Lin Kuei. Kahn's min- 
ions are no match for Sektor who fights his way into the fortress. Once inside 
he initiates his self destruct sequence. The resulting explosion is so massive 
that it closes the portal and returns Earth back to normal.” 


NIGHTWOLF: “Nightwolf helps other Earth Warriors escape to his sacred 
land. Once there they regroup and form a plan of attack against Shao 
Kahn's invasion. Nightwolf has trained hard for this battle: Finally he faces 
Shao Kahn and emerges victorious. When the Earth returns to its normal 
state, Nightwolf peacefully regains the lands his Native-American people lost 
- over many years. They establish their own proud nation and soon become 
the great leaders.of Earth.” 


SHEEVA: "While Sheeva serves her master on Earth, her race of Shokan are 
being punished on the Outworld. Kahn now favors Motaro' s race of Centaurs 
and aids them in defeating the Shokan. After learning of these events Sheeva 
turns on her master. She defeats Motaro and in a rage brings down Kahn. In 
freeing the Earth she also frees the Outworld. She then returns home and 
works to restore the pride and respect of her race.” 


KUNG LAO: “When Kahn invades Earth, Kung Lao must scrap his plans of 
reuniting the White Lotus Society. He instead must focus on the new tourna- 
ment. He seeks Liu Kang and together they battle Kahn's forces fearlessly. 
Using the knowledge he obtained as a Shaolin: monk he fights in the name of 
his. t ancestor.- the original Kung Lao. He emerges victorious but suffers 
s during the battle with Kahn. Believed to have passed away, 

joins his ancestor in a new life.” 


KABAL: "After returning from near death Kabal swears revenge against his 
attackers. He fights alongside the other Earth warriors. When he defeats 
Motaro and the mighty Shao Kahn he proves that he truly is the chosen one. 
Before the invasion Kabal lived a life of black crime. He was once a member 
of the Black Dragon along with Kano. Now Kabal devotes his life to fighting 
injustice: He will give crimes inner circles a new reason to fear." 


SMOKE: "Smoke was once a friend and ally of Sub-Zero when they both tried 
to escape from being turned into machines by their ninja clan. But, Smoke is 
captured and transformed into a cyborg with a mission to find and kill his 
own partner. But Smoke soon finds himself being pursued by Shao Kahn's 
minions. He learns thot he still has a soul and his true mission is the destruc- 
tion of the Outworld invaders. He defeats Kahn and saves the world but is 
forever trapped in his artificial body." 


THE BEST VIDEO GAMING MAGAZINE ON THE FACE OF THE PLANET 


Q FF E HSE NGECMW S = TAL Ne D P R] 


Or receive GameFan hot off the press all year for $49.99 with our 2nd day Priority subscription! 


L | E LES 
Get 12 action 
packed issues 
of Diehard 
GameFan 

for only... 


DIEHARD GAMEFAN MAGAZINE 


* The number one choice for 
all diehard gamers 
* The first and last name in the 
video gaming industry! 
e The fastest growing magazine 
in the universe 
* Hard-hitting interviews with the 
Industry's most influential people 
In-depth reviews and strategy guides 
on all the hot new titles by: 


* Genesis * Jaguar 
* Sega 32X e PC-FX | en 
* Sega Saturn e NeoeGi 
Sony PlayStation * Arcade 


Super Nintendo e 300 
* Ultra 64 «M2 


PlayStation 


Please Check One: 


Bill Me 


Check or Money Order 
enclosed ($24.99) 


Send me priority 2 day 


subscription ($49.99) 
Acct.#, 
Payment enclosed 


Signiture: 
Make check or money orders payable to Diehard G; 


eign add $20.00 U.S. funds. Allow 6:8 
Mail to: DIEHARD GAMEFAN 5670 WII 


SSNSS 


e 
Z 
A 
A 
Z| 
A 
I2 


FIRST ON PLAYSTATION: 


POIsOn 
(& @uURNOTE 


PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 
Mortal Kombar 3 ©1995 Midway ManufacturingCo. Allright reserved. Used underlicense 
=> ^ Mortal Kombat, The Dragon Logo and MK3 are trademarks of Midway Manufacturing 
Playstation Co. Developed by Williams: Entertainment Inc. Williams is a registered trademarke WMS 
y ~ Games Inc. ©1995 Sony Electronic Publishing Company. Allrights reserved. 


VIDEO 
“THE ; 
v QUAE EU 

e 


1 CU 


hints, codes an " 


Hj 


making of the movie 


GAMERS CLUE 


IMPORT SATURN 


89.99 


89.99 
94.99 
Steam Gear Mash 89.99 
Twin Bee Deluxe 89.99 
(Guardian Heroes 94.99 


U.S. Saturn 

Shinobi Legions 
NHL Hockey 95 
Mortal Kombat 2 
Virtual Racing 59.99 
INBA Jam Tournament Ed 59.99 


Import Playstation 


94.99 
99.99 
94.99 
94.99 
94.99 
Call 


54.99 
59.99 
59.991 


OVERNIGHT DELIVERY AVAILABLE!! 


U.S. Sony Playstation 


Toshinden 
Mortal Kombat 3 
Wipeout 

Tekken 
Philosoma 
Warhawk 


Import 3DO 


Sword & Sorcery 
Tetsujin Returns 
Wacky Racers 2 
Yu Yu Hakusho 
Belzarion 


| Domestic 3DO 


Blade Force 
Captain Quasar 
Super Famicom 
T Secret Of Mana 3 
Romancing Saga 3 
! Dragon Quest VI 
Mario RPG 
Virtual Boy 


Wario Cruise 


w Waterworld 


Vertical Force 
Mario Clash 


Import Magazines 


The Playstation 
Sega Saturn 
Saturn Fan 
Famitzu 


FAN YOUR ORDER 
818-860-208 


Japan Animation 


48.99 INCLUDE YOUR PHONE 4 
59.99 
57.99 
54.99 
54.99 
Fatal Fury The Movie 29.99 
Ninja Scroll 14.99 
Macrass Plus vol 4 16.99 
89.99 Samurai Showdown 29.99 
99.99 Mortal Komat Anime 9.99 
94.99 Record Of Lodoss War 5 29. an 
99.99 
99.99 
WE SPECIALIZE IN 
IMPORT MUSIC CDS! ` 
Street Fighter Zero 4499 [A 
59.99 Virtual Fighter 2 
59.99 DancingShadows 49.99 
57.99 


a 


== VAMPIRE 
RE 
TERS | DARKSTALKERS' 
my | REVENGE 
S E 
Chrono Trigger 
hs ‘The Brink of Time" 64.99 
Call Dracula XX Pertect Battie 44.99 K Y, 
Call 
Call Nec Fx 4 
Call 
` Tengai Makyo Call 
Battle Heat Call 
= Graduation Call 
Lunatic Dawn Call 
10:00 
10.00 
410.00 M 


8.00 


Sane great FASC. 


Two New convenient platiorms. 


Stand bad: as GEX" makes the leap to 2 
new platforms, Sega Saturn” and the 
Playstation game console— where he's still your 
tongue-snapping, amart-ass alter ego. 

Dining out means crunchy dragonflies, juicy grasshoppers, 


With a gravity-deiying grip and thrashing 
and fat, hairy caterpillars. Not exactly the Colonel's 
tail, youll prowl a twisted world of snak n' pak. But lip-smackin ine all the same. 


TV-villains and B-movie scoundrels. And tharks to 
HBO" comedy star Dana Gould's 
voice-overs, 300+ wicked one-liners 
and sound effects mean major attitude. 


Oh, youll bust a few of Miss YManner's Each world inspired by golden moments in cheesy pop 


culture. Like Kung Foo, that Indiana jungle dude, and 
Frank N. Stein. (Legal weasels require we be vague.) 


rules in this 22—bit battle for 
the remote control. But hey, 
only wussies worry about 


good taste, Light? 


| frames of GEX animation, hand-rendered 
| PlayStat g backgrounds, and serious CD-quality sound. 


Jumping, crawling, tongue lashing, and face sticking are 
but a few ways to discover the tons of secret levels and 
bonus stages that only Irv in Engineering knows about. 


Diehard Gamefan Magazine “Character of the Year” 
Electronic Gaming Monthly “Editor's Gold Choice Award" 


Available on the Sega Saturn and the PlayStation game console. 


This official seal is your assurance that this product meets the highest quality standards of SEGA™ Buy games and accessories with this seal to be sure that they are compatible Cs KE i f CSS EAS 
with the Sega Saturn™ System. Crystal Dynamics, the Crystal Dynamics logo, Gex and the Gex image are trademarks of Crystal Dynamics. ©1995 Crystal Dynamics. AN rights reserved, DYN AMI m 
Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. PlayStation and the PlayStation logo are trademarks. ‘of Sony Computer Entertainment Inc. 


For all of the following, MASTER 
mode must be selected on: Zususs 
Your Destiny: 


1) D42b-44D8: Press A on the main 
menu for the Sound Test 

2) D424-17D8: Press Up on the main 
menu for Kool Stuff menu 

3) D421-TDD8: Press Select on main 
menu for Kooler Stuff menu 

4) D42B-1FD8: Press X on main 
menu for Scott's Stuff menu 


9) CE8F-3FB7 + BA23-3727 + DDAE- 
4FFF: Always fight Kano 
10) CEBF-3FB7 + BA23-3727 + — 


5) 6D37-CF02: Player 2 takes all D7AE-4FFF: Always fig 


damage 13) CE8F-3FB7 + BA23-3727 + 
6) DD37-CF62: Player 1 takes all DOAE-4FFF: Always fight,Sub-Zero 
damage 14) CE8F-3FB7 + BA23-3727 + 


D9AE-4FFF: Always fight Stryker | 
15) CEBF-3FB7 + BA23-3727 + 
D1AE-4FFF: Always fight Sindel 
16) CEBF-3FB7 + BA2323727 + 
D5AE-4FFF: Always fight-Sektor — 
17) CE8F-3FB7 + BA23-3727°+ 


7) C230-CD62: Player 1 takes no 
damage 
8) C239-CD62: Player 2 takes no 
damage 


2 3 3 FFAE-4FFF: Always fight Noob Saibot 


SEGA’ 


GAME GENIE 
KODES 


3N: Enable all cheat menus 
main menu) 
Both players are invul- 


mode) 
n È hurt player 2 
urt player 1 


6) AGXT-KA6T: 
- 7) ALXT-KA6T; Ist fight is vs. 
8) ARXT-KAŠT: Ist fight is vs. 


1) DM2. 


ich 18) BOXT-KA6T: 1st fight is vs. Liu Kang 
(press AE 


19) B4XT-KA6T: 1st fight is vs. Smoke 

20) B8XT-KAGT: 1st fight is vs. Motaro 
21) CCXT-KAG6T: 1st fight is vs. Shao Kahn 
22) CGXT-KAG6T: 1st fight is vs. Noob Saibot 


23) HW1T-KAAW + ACIT-JAAY: All fights 

after 1st are vs. Kano 

24) HW1T-KAAW + AG1T-JAAY: All fights 

after 1st are vs. Sonya 

25) HW1T-KAAW + AL1T-JAAY: All fights 

ler.]st are vs. Jax 

E ) HWTT-KAAW t. AR1T-JAAY: All fights 
offer 1st are vs. Nightwolf 

27) HW1T-KAAW + AW1T-JAAY: All fights 

offer Ist are vs. Sub-Zero 

28) HW1T-KAAW + A01T-JAAY: All fights 

after Ist are vs. Stryker 

29) HW1T-KAAW + A41T-JAAY: All fights 

affer 1st are vs. Sindel 

_ 30) HWIT-KAAW + A81T-JAAY: All fights 

affer Ist are vs. Sektor 


10) AOXT-KAGT: Tst fight is vs, Stryker 
11) A4XT-KAG6T: 1st fight is vs, Sindel 
12) A8XT-KA6T; 1st fight is vs. Sektor 
13) BCXT-KAGT: 1st fight is vs, Cyrax 
14) BGXT-KAGT: 1st fight is vs. Kung Lao 
15) BLXT-KAGT: 1st fight is vs. Kabal 

16) BRXT-KAGT: 1st fight is vs. Sheeva 
17) BWXT-KA6T: 1st fight is vs. Shang Tsung 


sige S 94 
2000.0, 6 000 
Hà -dan m n 
ARAARRARA A 
=n o 9 
Mes 
5 
mo 
Ur Bu 
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4 18) CE8F-3FB7 + BA23-3727 + 
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DEAE-4FFF: Always fight Motaro 
25) CE8F-3FB7 + BA23-3727: + i 
FDAE-4FFF: Always fight Shao Kahn 
26) CE8F-3FB7 + BA23-3727 + 


31) HWIT-KAAW + BCITT-JAAY: All fights 
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after 1st are'vs, Shang Tsung 

36) HWIT-KAAW + BO1T-JAAY: All fights 

after Tst are vs. Liu Kang 

37) HW1T-KAAW + B41T-JAAY: All fights 
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38) HW1T-KAAW + B81T-JAAY: All fights 

after 1st are vs. Motaro 

39) -HWIT-KAAW + CC1T-JAAY: All fights 
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40) HW1T-KAAW + CG1T-JAAY: All fights 
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+ SPECIAL MOV 
Spear: € s LP 
Tele| 
Air Throw: JUMP, BL IN AIR 


Invisibility: HOLD BL [4 t i)» ! 


* FATALITIES 


SHANG TSUNG 

* SPECIAL MOVES 

1 Flame Skull: € € HP 

2 Flame Skulls: € € > HP 

3 Flame Skulls: € € > > HP 

Ground Fireballs: > € € LK 

* MORPHS 

Sub-Zero: > 4 > HP 

Cyrax: BL BL BL 

Liu Kang: HOLD BL [CIRCLE 

DET] 

Sindel: € 4 € LK 

Jax: > > 4 LP 

Stryker: > > > HK 

Sektor: 4 > € RN 

Nightwolf: HOLD BL [1 ^ ^] 

Sheeva: > 4 > LK 

Sonya: HOLD [RN+BL+LP] J 

Kabal: LP BL HK FAST 

Kung Lao: RN RN BL RN 

Kano: € >+BL FAST 

* FATALITIES 

ine Inch Nails: HOLD LP 

> > 4] REL. LP (very close) 

oul Steal: HOLD LP [RN BL RN 

REL. LP (very close) 
dship: LK LK RN RN Y 

ty: RN RN RN LK 

Subway: HOLD BL 


. KABAL WINS 


* and 
M. D 


Gotcha Grabber: : 


* SPECIAL MOVES 
1 Fireball: €- 


sh Punch: > > HK 


on Pound: CHARGE IY 


> > LP RAPID LP 


Backbreaker: JUMP, BL IN AIR 


-Quad Throw: >+LP THEN RAPID HP 


* FATALITIES 


Cyber Shredder: HOLD BL 


[f 49 1] BL (very close) 

Giant Stomp: RN BL RN RN LK 
(full screen) 

Friendship: LK RN RN LK 
Babality: & 4 4 LK 
Pit/Tower/Subway: & > J LP 
Animality: HOLD LP [> > Y >) 
(very close) 


KANO ae 

* SPECIAL MOVES 

Knife Throw: 4 © HP 

Knife Upperc > HP 
Choke Hold: P 

Air Throw: JUI L IN AIR 


Ball: CHARGI SEG, REL. N, 
* FATALITIES A | ` 
Spinal Tap: HOLD = 
REL. LP (very clos 

Red Eye Beam: LP BI 


Pie] 


(maximum sweep range: 


(very close) 


STRYKER 


High Grenade: 4 © HP 
w Grenade: 4 € LP 


DE full screen range) 


+ t " 
* FATALITIES , 
Íce Breaker: BL BL RN BLRN > 


Blow ‘Em :€ € | €RN 


= (maximum sweep range) 
i ip: LK LK RN RN ^ 
Firendship: LK LK RN RN HK abality: & € € HK 


Babality: > > 4 4 LK 
Pit/Tower/Subway: t T € LK 
Animality: HOLD HP [BL BL BL] 
REL. HP (very close) 


LIU KANG 

SPECIAL MOVES 

High Fireball: > > HP 

Low Fireball: > > LP 

Air Fireball: JUMP THEN > > HP 
Flying Kick: > > HK 

Bike Kick: CHARGE LK 4 SEC., 
REL. 

* FATALITIES 

Inviso Toasty: > > 4 4 LK (any- 
where) 

MK I Machine: HOLD BL [t 4 t 1] 
REL. BL BL+RN (anywhere) 
Friendship: RN RN RN D+RN 
Babality: & 4 4 HK 
Pit/Tower/Subway: RN BL BL LK 
Animality: HOLD BL [4 V ^] (a 
step away) 


SONYA 
* SPECIAL MOVES 
Ring Fireball: & > LP 


IP. you can't'press Block c 
| screen distance on the third round. 


Pit/Tower/Subway: € 4 > > HK 
Animality: HOLD BL [2 ^ ^] 
(very close) 


CYRAX 

* SPECIAL MOVES 

Net: € € LK 

Short Bomb: HOLD LK [€ € HK] 
Long Bomb: HOLD LK [> > HK] 
Exploding Teleport: > J BL 

Air Throw Dash: > 4 > BL 
THEN >+LP 

* FATALITIES 

Gadget Helicopter: HOLD BL [4 
Y t 4 HP] (anywhere) 


The Predator: b 4 > 7 «RN (very 


close) 

Friendship: RN RN RN t 
Babality: > > € HP 
Pit/Tower/Subway: RN BL RN 
Animality: HOLD BL [^ f 4 4] 
(very close) 


SEKTOR 
* SPECIAL MOVES 

Straight Missile: 2 LP 
Homing Missile: > 4 € HP 
Teleport: > > LK 
* FATALITIES 


Animality: 
(very close) 


^... * SPECIAL MOVES 


NIGHTWOLF 
* SPECIAL MOVES 
Arrow: & € LP 
Hatchet Uppercut: 4 > HP 
Shoulder Ram: > > LK 
Shield: € € € HK 
* FATALITIES 
_ Spotlight of Death: HOLD BL 


Electrocution: 2 > > LK ie DN T€ ork REL BL BL (very close) 


Lightning Axe: € € | HP (one 

jump away) 

Friendship: RN RN 4 RN J 
Babality: > € > € LP 
Pit/Tower/Subway: RN RN RN BL 
Animality: > > 4 4 (very close) 


SHEEVA 

* SPECIAL MOVES 

Fireball: 4 > HP 

Teleport Stomp: & t 
Earthquake: € 4 € HK 

* FATALITIES 

Migraine Headache: > 4 4 > LP 
(very close) 

Skin ‘Em Alive: HOLD HK 

[> € > >] REL. HK (very close) 
Friendship: > > 4 > HP 
Babality: & 4 4 € «HK 
Pit/Tower/Subway: $ > 4 > LP 
Animality: RN BL BL BL BL (very 
close) 


KUNG Lao 

* SPECIAL MOVES 

The Hat: € > LP 

Spear Kick: JUMP THEN 4 +HK 
Teleport: | t THEN P ORK 
Whirlwind Spin: > 4 > RAPID RN 
* FATALITIES 

Death Spin: RN BL RN BL J 
(anywhere) 

Hat Boomerange Slicer: 2 > € 4 
HP (very close) 

Friendship: RN LP RN LK 
Babality: $ > > HP 
Pit/Tower/Subway: & & > > LK 
E A RN RN RN BL (very 


close) 


KABAL 


Tazmanian Spin: € > LK 
Ground Plasma Blast: € € HP 
Plasma Blast: JUMP THEN 
© HP 

Ground Blade: € € € RN 
FATALITIES 

Dig-Dug: 4 4 € > BL (one jump) 
Face to Face!: RN BL BL BL HK 
(very close) 

Friendship: RN LK RN RN ft 
Babality: RN RN RN LK 
Pit/Tower/Subway: BL BL BL HK 
Animality: HOLD HP [> > 4 >] 
REL. HP (very close) 


Round. 
IMALITY, you must first do a Mercy. 
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PlayStation ENTERTAINMENT SYSTEM 


MK 3 KOMPLETE is THE definitive guide for 
the Super Nintendo, Sega Genesis, and 
PlayStation versions of Mortal Kombat 3. 

Only in MK 3 KOMPLETE will you find ALL the 
top-secret codes for MK 3, including codes to 
play as the bosses! Featuring over 2,000 
high-res screenshots, MK 3 Komplete has lit- 
erally 15 TIMES more game screens than the 
competition! Learn step-by-step the expert 
strategies and killer kombos you need to 
master the game. Written by GameFan mag- 
azine editor Matt Taylor with MK tournament 
champions Graham Wolfe and Jim Fink. 
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